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New Atari MILLIPEDE™ gives you ™ multiplies the sizzling profit tradition 
the profit edge you need. Today you ® of the popular Centipede® . Your 
can only select games with proven 


players step into a new world of fan- 
profit reliability. That's why Millipede is your best —tasy adventure. With faster action, zillions of creepy 


choice to provide a strong return on your investment. _ targets, wave after wave of increasing challenge. 
Because this fantastic game is a . Millipede is crawling all over everything else. Talk 
proven hit in forests, street, and to your Atari distributor now. Or contact us for 
arcade locations—everywhere! referral at Atari, Inc., 790 Sycamore Drive, P.O. 
Millipede continues and Box 906, Milpitas, CA 95035. 


More bugs mean 
more bucks! 
Turn me 


forest today. 
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LOOKING FOR 


Look no further, we have the largest 
selection in the country — 


/ 
NORTH AMERICAN We're ZB 
AMUSEMENT 60. #1 


524 2ND ST., ROCK ISLAND, ILLINOIS 61201 


309/788-0135 


UP FRONT 


The pauper paying the piper 


The signs of an industry shake-out are undeniable. 

For manufacturers, production is slow and close- 
out prices on backed up inventories are common. At 
Bally, where 3,600 games a week were rolling off the 
lines during the height of Pac-mania at this time last 
year, the production rate has fallen to about 1,000 
games a week. | 

Distributors are so overburdened by an equip- 
ment glut, they commonly employ auctioneers to ease 
overstuffed warehouses. Much of the equipment 
bulging out of distributors’ back doors is being 
repossessed from operators who can’t meet loan pay- 
ments. Many of them are new operators who swelled 
the ranks of our industry so dramatically in 1981 and 
1982 and have dropped out as quickly as they jumped 
in, contributing to our “bad risk’? reputation with 
bankers, but not only the newcomers have been 
affected. Sol Tabb, one of Florida’s most established 
and largest operators, has been done in by the demise 
and has had to declare bankruptcy, as has the firm to 
which he sold his business, Total Acquisitions. 

According to current opinion, the outlook for our 
immediate future is not bright. Warner Communi- 
cations, parent of Atari, predicts its revenues for the 
first half of 1983 “‘to fall far short of the results achieved 
in the first two quarters of 1982.” Sanford C. Bernstein, 
a New York investment firm, recently compiled a 
report that predicts a 25 percent decline in the number 
of arcades operating by 1986. 

Video games have become the stars of the enter- 
tainment world. The adulation has been welcomed by 
most of us, just as the quarters were welcomed by all of 
us. But, unhappily, the memory of our successes still 
dominates the minds of legislators nationwide who are 
convening for their initial sessions of 1983, trying to 
plug holes in budgets that have been so seriously deci- 
mated by the recession and loss of federal support. 
Although our boom and bloom have faded, they still 
want the pauper to pay the piper. 

It is ironic and discouraging, that, although we are 
much better organized for battles with legislators than 
ever before, there has never been such a widespread 
amount of potentially damaging misunderstandings 
about our status. Never before have industry purses 
been so universally and so irrationally clawed at. 

In North Carolina, Senator T. Cass Ballenger would 
solve the financial woes of the state’s public school 
system via the $5 million he believes can be taxed out of 
operators at $200 per game. The tax is excessive and 
selective, but such common sense arguments could be 
lost on Ballenger. Ballenger, who professes to be 
opposed to business taxes in general, told a newspaper 
reporter the average video game is bringing in $400 a 
day! “‘These things are gold mines for the people who 
own them,” he summarized. 

Tennessee has proposed licensing each operator at 
$1,000 each and then taxing each game at $200. The tax 
has received support from those who have little knowl- 
edge of the industry or the games. In Williamson 
County, for example, commissioners there voted 23-0 
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to endorse the state legislation after hearing Judge Jane 
Franks tell them the games could be connected with an 
increase in juvenile crime. They voted 23-0 to endorse 
the state tax proposal; they took no action on the 
judge’s call for help in alleviating juvenile crime in their 
county. 

In Indiana, Representatives William Crawford and 
Mary Pettersen introduced legislation that would tax 
video game revenues 20 percent in order to finance 
social services programs. They estimated the gross 
receipts tax would net the state about $20 million a 
year. 

In Kansas, Senate Majority Leader Robert Talking- 
ton believes he can raise $2.5 million by taxing the 
games at a rate of $100 each. “I understand some adults 
spend their lunch hours playing the games. If they are 
that popular, we should look at them as a source of 
revenue,” he said. 

Additionally, Amusement Machine Operators of 
Kansas executive Jerry Slaughter said: The state 
proposes to license each operator at a cost of $500 per 
year. 

The bad news is that these are just a few of the 
proposals under consideration that do not take into 
account the industry’s current financial predicament. 
The predicament is most definitively pointed out by a 
single statistic revealed in the most thorough study of 
the industry ever conducted, the 1982 Play Meter State 
of the Industry poll, that the average video game nets 
an operator less than it costs him to buy and operate it. 

The good news is that despite the onslaught of 
anti-games legislation, the industry has been successful 
in defeating unreasonableness where it has, in an 
organized fashion, confronted it. Knowledge breeds 
understanding, and operators have been successful 
with well-prepared, valid efforts in statehouses with as 
vastly different needs as California and Mississippi, as 
well as with local efforts as difficult as Boston. 

The work to defeat unreasonable legislation has 
just begun. We have educated far too few about our 
industry. Despite financial woes we now encounter, we 
must look beyond the day’s troubles and participate in 
efforts to beat back the legislative wolves who would 
destroy our opportunities for a better tomorrow. 

Our effort is a just and demonstrable one. And, in 
most cases, legislators are reasonable people. It is not 
an insurmountable task to educate them to the truth of 
our circumstances. Those who have tried have found 


. success attainable. Let those who have nottried join in, 


and we will not only survive the threats which beset 
us,but we will prevail as what our efforts in the past 
have made of us, providers of the world’s favorite 
entertainment. 


Mike Shaw 
Associate Editor 
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Van Brook is #1 World Wide 


Keeping our Customers Number One has made Van 
Brook the Number One Leader in the Amusement & 
Vending Token Industry. No other supplier can offer you: 


e Immediate, same day shipment on Stock Tokens and 
Accessory Items. 

¢ Buy-Back Agreement 100% on Stock Tokens. 

¢ Special-Sized Token Wrappers. 

° Wide array of all necessary Signs and Stickers. 

¢ Accessory Items in stock for immediate shipment. 


* Token Mechs (Metal & Plastic, 48 different sizes 

| and types). 

* Cradles & Cradle Kits. 

* Push Chutes (Complete, Single-Token & 
Double-Token). 

Replacement Slides for Push Chutes. 

English #515 Roll-Down Acceptors. 

English 4 x 4 Replacement Cradles. 

Klopp Token Counters. 

Kwik Koin Token Dispensers. 
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e Expert Technical Advice & Assistance, based on 
many years of experience. 

e Professional Artwork & Design Service at no charge. 

e Hundreds of attractive Stock Dies. 

¢ NOTES & QUOTES Promotion Booklet (up-dated 
and revised periodically). 

e Exporting Expertise -- We know the Export Market, 
and how to solve its complex problems. 

¢ Product Exellence -- Van Brook Standards of 
Precision and Quality Control are the highest in 
the Token Industry. 


Phone or write for catalog & samples 
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HOLIDOME 
Copyright © 1982 © Van Brook of Lexington, Inc. ® All Rights Reserved. 


INDOOR 
RECREATION 
CENTER 


VAN BROOK OF LEXINGTON, INC. ¢ P.O. BOX 5044, LEX. KY. 40555 


——aae (606) 231-7100 em 
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Pinball isn’t dead 


Ask yourself why. Players simply 
refuse to play mediocre games of 
any type—videos or flippers. 


Treat yourself to the international 
flavor that has been sweeping Europe. 


You too will change your mind! 


BHUZAC INTERNATIONAL TRADING 
552 Fathom Dr. 
San Mateo, California. 94404 
415/571-0303 
Telex: 340869-CBSFO 
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Letters to 
the editor... 


An attorney's help 


Contract disputes, leases, anti- 
legislation, licensing, increasing rela- 
tions, police harassment, theft of 
equipment, break-ins, vandalism, 
locations changing hands, and seizure 
of gray equipment are a few of the 
Excedrin headaches that are common- 
place in the day-to-day operation of 
the legitimate game operator. 

There’s no escape. If you operate 
enough equipment in different munic- 
ipalities, whether arcades or street 
locations, these occurrences will 
unfortunately take place. They are 
some of the overhead costs and aggra- 
vations of running a successful route. 

Needless to say, Mr. Average Opera- 
tor has his hands full running his 
regular operation, insuring his loca- 
tions are serviced properly, collected 
timely, rotated enough to maintain 
higher revenues, as well as appeasing 
his vast clientele of locations and his 
customers’ insatiable appetite that 
they are getting the very best equip- 
ment that their particular locations 
“warrant.” 

We all know for the legitimate oper- 
ator there’s more than waiting for full 
cashboxes and spending these quarters 
on your wildest whims. Mr. Operator’s 
day is filled with cash flow balancing, 
being an employee foreman, computer 
analyst, ambassador, and an intrinsic 
feeling of trying to keep a pulse on an 
industry that today has an infinite 
amount of facets and diversions that 
no crystal ball can clearly predict. 


DCO Vi oM pias ede ti ols 3 ciate oe Yes 
WINE ASINCSS  i:4.6 stews eh hea Ss Yes 
IVOSTAVAUING 52 hy 6 8 isa ook Yes 
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as secure as having a straight in a seven 
card stud game when one of your 
opponents has two pair showing. 
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You’ve got a betting hand in the future, 
but you just don’t know if there’s a 
“full boat” waiting at the end of the 
game. We’re all hoping we’re not going 
to drown in the confusion of the future 
of this industry. 

Is running your route and operation 
a full-time business? We’ve been in it 
for 12 successful years. We have grown 
geometrically virtually every year of 
Operation, but by no means is it as the 
Biz Op “blue-suede-shoes boys” claim 
a few hours a week in your spare time 
will buy you that dream house. Our 
business does not know 9-5 hours, 


holidays, and weekends off. These 
games have to be working and pump- 
ing in all your locations just as oil wells 
do to insure your bottom line is in the 
black every month. 

We’ve worked hard to protect our 
interest and unfortunately certain 
facets of our operation go around the 
Clock...everyday of the year. This 
doesn’t give your head much rest. 
There are no sighs of relief in this busi- 
ness. Obstacles and roadblocks are the 
norm rather than the exception in this 
business. 

We’re a service business. The opera- 


Audio Visual 
Amusements 


Offering the finest 


new and used 
equipment 


REPRESENTING LEADING FACTORIES 
@ SALES, PARTS, SERVICE @ 


ARCADE PLANNING 
SPECIALISTS 


Every new and used video 
in stock at all times 


YOU’VE TRIED THE REST, 
NOW TRY THE BEST 


WE’RE EAGER TO SERVE 


1809 Olive Street 
St. Louis, Missouri! 63103 


(314) 421-5100 


For further information, call Pete Entringer 
(collect) 
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E INSURANCE 


* Arcade Specialists 

- * National A+ Companies 
* Premium Financing Plans 
* Nationwide Claims Offices 
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EISEN INSURANCE AGENCY 
1930 S. Alma School #C-210 
Mesa, Arizona 85202 


602-897-9099 


NS We Cater To All Your 


Coin-operated Amusement Needs! 


Game Sales Infernafional 


* Immediate availability of 
Top Earners 

Excellent used and 
reconditioned equipment 
Expert service and board 
repair 

No knock-offs 

Lowest Prices 


( 


For price 
quotes 


+ 
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Sy Game Sales International 


— Call Sandy 201-964-5230 


tors that pride themselves in their 
operations I’m sure will ultimately pre- 
vail as long as they run their business 
with professionalism as a_ business, 
and not out of the hip of their pockets. 

We have found at Family Amuse- 
ment Corp. an “attorney on retainer” 
to be used as often as you pick up parts 
at your local distributor. It has been 
one of the most rewarding moves that 
we instigated several years ago. 

I’m an operator and am proud of my 
operation. I feel I know what I’m 
doing in my business and am as much 
an expert inrunninga route as the next 
guy. However, I am not an attorney 
and get mad as hell when I am infringed 
upon in some of the ways I’ve men- 
tioned in this article. By God, there are 
not enough hours in the day of your 
time to settle every matter and appease 
everyone you do business with and still 
keep that important tight handle on 
that pressure cooker you call your 
route. 

My attorney for me is that buffer for 
all the unknowns that do happen in 
your daily operation. | like the idea of 
the retainer because to me it’s a fixed 
expense just like the phone or any 
utility bill. I’m not afraid to call my 
attorney for advice or problems know- 
ing the egg timer has not flipped the 
moment he picks up the phone. 
Because of this lack of apprehension in 
consulting with him, I run a much 
more efficient operation. 

My attorney has not only relieved 
me of some of the most uncomfortable 
duties, but he has saved me money. 

Money that has saved me locations, 
taxes, licensing, disputes, etc. But the 
main value has been: he is a profes- 
sional in his help where he is the expert 
leaving my expertise in the field I know 
the best which is running a route. The 
emotional relief from the trauma of 
these unknowns is actually worth 
more than the money he saves me. | 
know when I come to animpass witha 
location, my attorney usually can 
rectify the problem, freeing me to 
concentrate on keeping the route in 
tip-top shape. 

Most problems are usually settled 
with letters or phone calls. Actually we 
go through very little litigation. If 
necessary though, he’s there with 
loaded cannons to protect my interests. 

I still get my headaches, but now 
instead of reaching for the Excedrin 
bottle, I pick up the phone and call my 


attorney. ' 
David J. Peck 


President 
Family Amusement Corporation 
Los Angeles, California 
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3250 Victor Street 

Santa Clara, Calif. 95050 
U.S.A. 

Phone: (408) 727-4591 
Telex: 172247 


yl Conversion Kits 


" Now Available 
On This Too 
Earning Game! 


Revitalize old inventory 
.-) Easy Installation 

“S) Instant Cash Box Results 
©) Copyright Protection* 


» 


“Authorized mr. Do! Kits Bear Universal's |.D. Tag and Certified Seal. 


TOP VIDEOS 
Arcade Locations 


Sixteen of 32 videos (50%) with a response rate over 
ten percent have above average performances. 


Rating 

Apr.1 Mar.15 Mar. 1 
* 1.Pole Position/Atari ......... 100.0 100.0 100.0 
* 2. Front Line/Taito ........... 75.6 83.0 79.8 
* 3. Popeye/Nintendo.......... 74.5 83.0 84.4 
* 4, Time Pilot/Centuri ......... 73.8 91.4 90.1 
5. Super Pac-Man/Bally ...... 72.5 — 72.9 
* 6. Baby Pac-Man/Bally....... 70.9 72.8 79.5 
7. Q’bert/Gottlieb ............ 70.8 77.0 77.9 
8. Joust/Williams............. 68.7 77.6 79.6 

9. Pac-Man Plus/Bally ........ 61.0 _ _ 
10. Ms. Pac-Man/Bally......... 58.5 — 65.5 
* 11. Moon Patrol/Williams ..... 58.2 63.6 62.8 

* 12. Millipede/Atari ............ 57.7 71.3 _ 

13. Jungle Hunt/Taito ......... 57.1 64.5 _ 
14. Galaga/Bally.............. 56.5 _ 66.2 

Provisionally Rated Videos 


(Above average performing games, with 
a response rate between 10—25%) 


Arcade Locations 
Rating 
Provisional Ratings Apr.1 Mar.15 Ma.1l 
Mr. Do!/Universal ............ 59.6 _ 83.5 
Buck Rogers/Sega........... 56.8 rad PPR IAT: 


* Conditionally Rated—Weekly average 
based on less than 50% response rate. 


TOP PINBALLS 
Arcade & Street Locations 


Three of 11 pinballs (27%) with a response rate over 
ten percent have above average performances. 


Rating 
Apr.1 Mar.15 Mar. 1 
1. Eight Ball Deluxe/Bally .. 100.0 100.0 # 100.0 


2. Speakeasy/Bally ......... 79.6 80.9 84.6 
TOP PINBALLS 
Arcade & Street Locations 
Rating 
Provisional Ratings Apr.1 Mar.15 Maz.l 
Punk/Gottlieb................ 82.4 - 82.3 


TOP VIDEOS 
Street Locations 


Sixteen of 26 videos (62%) with a response rate over 
ten percent have above average performances. 


Rating 
Apr.1 Mar.15 Mar.1 
* 1. Popeye/Nintendo.......... 100.0 100.0 100.0 
* 2. Q’bert/Gottlieb ............ 91.1 89.0 95.8 
3. Joust/Williams............. 88.1 89.6 94.8 
4. Galaga/Midway..... Slee) 87.3 75.0 72.0 
* 5. Moon Patrol/Williams ..... 85.7 84.5 85.2 
* 6. Super Pac-Man/Bally ...... 81.4 _ — 
7. Ms. Pac-Man/Midway ...... 77.7 73.4 TEA 
* 8. BurgerTime/Date East/Bally 70.3 _ 75.5 
* 9. Jungle Hunt/Taito ......... 68.6 71.4 77.8 
*10. Pac-Man Plus/Bally........ 68.3 _ - 
Provisionally Rated Videos 


(Above average performing games, with 
a response rate between 10—25%) 


Street Locations 
Rating 
Provisional Ratings Apr.1 Mar.15 Ma.1 
Pole Position/Atari .......... 108.0 116.8 101.0 
Front Line/Taito ............. 97.9 80.9 91.3 
Time Pilot/Centuri ........... 92.6 116.7 117.1 
Baby Pac-Man/Bally ......... 82.8 85.8 92.1 
Mr. Do!/Universal ............ 77.1 107.5 92.1 
Millipede/Atari .............. 71.1 86.9 80.4 


NOTICE: The sole purpose of this survey Is to 
determine on a regular basis the top performing 
games in the country. Any attempt to use the results 
of this survey for any other purpose is unauthorized, 
wrongful, and misleading. 


Poll Information 


Here are the top videos and top pinballs making above 
average performance nationwide. Each game's rating 
represents its average performance as compared to the 
top game's average in that category. Averages are 
compiled by Play Meter through its operator survey and 
are for games that are currently (within the last six months) 
being marketed in the United States. Games with less than 
adequate responses (less than 50 percent) but with above 
average performances are so noted. Games not 
appearing either (1) did not generate over a 10 percent 
response rate or (2) did not register a performance above 
the national average. Operator/readers who would like to 
join the ever-growing numbers of readers participating 
currently in the survey, write: Play Meter, Equipment Poll, 
P.O. Box 24170, New Orleans 70184. 
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MOVING II TICKET 


EFFECTS TARGET hl ’ DISPENSER 


$2195 with ticket 


. mechanism 
Wild electronic age 


sound system that you 
can customize to fit 
your location. 


Skillfully hitting the Hold contests; give 

moving target doubles prizes, free games, or 

the value of the ball “HAPPY HOUR” spe- 

score. cials with this operator 
controlled scoring 
system. 


Ee: 390 Java Drive, Sunnyvale, CA 94086 - (408) 734-9410. Telex 357-499. 


Ireland, Ltd. Gortlandroe Industrial Estate Unit 8, Nenagh, County Tipperary, Ireland Tel 067-34555. 
Telex 70009. 


©) 1983 Exidy. Inc. 


Photar introduces the ultimate trip — 


255 levels deep. 


Step into Megadon from Photar Industries. It's 
an action filled journey the likes of which never 


existed before. 


Players master 255 different levels of play 


while hunting Cosmic Infidels and 
being pursued by Terrible Ergs. 
Megadon stays exciting because 
it fuses amaze game and space 
game together. Players pilot an ion 
powered Megadon Fighter through 
space and around obstacles. 
Megadon includes features like 
these: Riveting graphics, gripping 
sounds e Player has the option to 
continue playing at the current level 
and score or to reset the game 
e Easy service, four locked entries 


Also available with 
matching optional 
overhead monitor. 


for access @ Unique built in test functions, 
complete ribbon cabling @ Interchangeability 

e Game speed adjustable by dip switch 

e Contest kits encourage play at each location. 
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Contact Photar for the distributor 
nearest you. See Megadon. Play 
Megadon. Then you too will 
understand why MEGADON WILL 
MAKE YOU MEGABUCKS. 


Photar Industries, Inc. 
650 Hudson Ave., Palm Bay, Florida 32905 
(305) 724-9777 


See Megadon at the Amusement Operators Expo! 


Megadon developed by EPOS. 
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WORKERS MAY 
UNITE AGAINST 
ATARI CUTBACKS 


Atari announced plans to relocate its 
Home Computer Division and Con- 
sumer Products Group manufacturing 
facilities to Taiwan and Hong Kong. 

The move is an effort to “reduce 
escalating manufacturing costs’ the 
company said, but the Glaziers and 
Glass Workers Union, which has been 
trying to organize Atari production 
workers, contends the move is being 
made “to avoid unionization.” 

The Atari move will mean “a per- 
manent work force reduction of 1,700 
workers,” Atari confirmed. The com- 
pany said it has “deep regrets” that it 
has to lay the workers off and that it is 
going to make “special efforts” to find 
the deposed employees other work. It 
also said it will provide severence 
benefits. The company emphasized 
that coin-op production would con- 
tinue at the Milpitas, California, plant. 

To Edward A. Jones, the Atari 
announcement is anything but final. 
He has spent the last year organizing 
about 3,000 of Atari's production and 
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maintenance workers under the 
umbrella of the Glaziers and Glass 
Workers, an AFL-CIO affiliate. 

To date, Jones said he has gotten the 
necessary 30 percent of Atari workers 
to sign authorization cards in order to 
force an election by the full Atari work 
force. To win that election, the union 
would have to be approved by a 
majority of those casting ballots. 

At press time, Jones told Play Meter 
he would file unfair labor practice 
charges against Atari with the National 
Labor Relations Board contending 
Atari “can't close or transfer produc- 
tion to avoid unionization.” 

Jones said the unionization effort 
began because of employee con- 
cerns about low wages, unjust person- 
nel policies, and disregard for worker 
safety. 

To Anna Rodriguez, a 46-year-old 
assembler in the coin-operated video 
games division, pay rates are a cen- 
tral concern. She began working at 
Atari for $4.50 an hour, and after a 
year and a half, she’s making $5.78. 
“Nobody can live on that little money,” 
she said. 

Atari Executive Vice President 
Dennis D. Groth revealed the com- 
pany’s reaction to the drive in a mes- 
sage distributed to Atari employees. 
“Our feeling is that a union at Atari 
would be bad for all of us,” he wrote. 

“Atari accepts the responsibility of 
providing all of its employees with 
working conditions and pay and 
benefits that are fairand competitive,” 
he continued. 

“If you happen to be approached 
by this union or a union sympathizer... 
we'd appreciate you telling them that 
we don't need a union here at Atari.” 

The company has mounted its own 
campaign to counter the union's 
gains. Workers in the coin-operated 
video games division were told to 
attend “communication meetings,” 
where they could air problems. And 
employees say they've been invited to 
company-sponsored parties: a beer 


bust in the parking lot, a picnic at a 
local amusement park, and pizza and 
video games at a nearby theater. 

For another Atari worker, the parties 
only reinforce a conviction that the 
company can afford to boost wages. 
“If they can throw parties for us, why 
can't they give us a raise?” he asked. 

As far as Atari is concerned, the 
union drive is in a state of “limbo,” said 
Bruce Entin. “They say they have 
enough cards signed to call an elec- 
tion, but they haven't filed for a vote,” 
he said. 

An Atari spokeswoman character- 
ized the unionization effort as a failure 
she said that although union repre- 
sentatives alleged they had acquired 
the necessary 30 percent backing to 
call an election, they had not gotten 
that kind of support. 

“There was only minimal interest,” 
she said. “If they would have gotten 30 
percent, they would have had a vote. 
There has been no vote.” 

She said Atari's employee benefits 
and general working conditions are 
held in high esteem by the workers. 

The union remained silent on when 
an election would take place, but 
Jones said he is confident the Glaziers 
will win at the ballot box. e 

—By Kathleen Sullivan 
and Mike Shaw 


McCARTHY 
RESIGNS 


After 23 years as president of the New 
York State Coin Machine Association, 
Millie McCarthy is resigning. 

“T've had it!” she told Play Meter. 

McCarthy, who had been the unop- 
posed leader of coin machine interests 
in the state, recently has had differ- 
ences with operators in western New 
York. The battle peaked during the 
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1982 legislative session when each 
side introduced its own bill for regula- 
tion of the industry in the state. 
McCarthy believed the opposition 
was willing to give away too much. 

“Don't give the government any- 
thing,” she warned. “You give them a 
finger, and they'll have your hand 
before you know it.” 

During her years of tireless activity, 
McCarthy counts many successes with 


the Legislature. For example, in 1962 
she got legislation passed legalizing 
coin-operated pool tables in the state. 
But she is most proud of what has not 
been legislated. Since she helped 
form the New York State Coin Machine 
Association in 1958, no state legislation 
has passed to impose fees or taxes on 
the industry there. 

In her letter of resignation to her 
board of directors, she wrote of the 
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Millie McCarthy 
beginnings of the association. 

“For the first 20 years of our exis- 
tence, there were only five or six 
workers. It started with Jack Wilson 
and Bucky Van Wyck (who retired 
years ago), Mike Mulwueen, Tom 
Greco, then Jack Shawcross, and later 
Jack La Hart. We either faced apathy 
or indifference among our Own, or 
hostility...It was like trying to play the 
piano with gloves on. It’s a miracle at 
all that we came through all these 
years unscathed, and with the victories 
we did gdin.” 

The 65-year-old McCarthy differs 
not only in theory from those who, she 
said, are calling her senile—those 
“Monday morning quarterbacks,” she 
referred to her antagonists—but in 
practice. 

“They tell me times have changed,” 
she said, “that you have to sue to get 
anything done. But I believe in 
mediation. If I can talk to legislators 
and councilmen and get them to 
understand that we're not as rich as 
they think we are, I think that’s a lot 
better than suing them. It’s worked for 
24 years, and it still works.” 

“Our problem is more from within 
than from without,” she wrote her 
board. “The great influx of members 
came in only recently. Many came to 
learn, some came as Monday 
Morning Quarterbacks. All the heavy 
activity now is more destructive than 
constructive—even divisive. Why 
Should we split with New York City 
after it took me 22 years of pleading, 
crying, threatening, defying, and 
finally accomplishing it (unity) by 
getting them Tom Laverne when the 
$250 tax came up. Other states do not 
enjoy this unity. Chicago and Illinois 
fought. North and South New Jersey 
fight...” 

McCarthy's resignation was sub- 
mitted to the association board at its 
February meeting by her son who 
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maintains her route business, the busi- 
ness she noted has suffered so much 
over the years because of her pre- 
occupation with industry politics. 

“The board didn't accept it, but I’m 
determined. Besides, I left them in 
good hands,” she said, referring to 
Laverne, former state senator who 
serves the association as its lobbyist. 

McCarthy said her leaving the asso- 
ciation does not mean she will retire 
from involvement in industry politics. 
She proposed she could be more 
effective by avoiding the friction with 
those who feel her ideas are anti- 
quated. Her resignation, in fact, is part 
of ad move to broaden her influence on 
the industry. She indicated she will be 
named chairwoman of the Northeast 
division of the National Coin Machine 
Institute. 

“National matters are so important 
now because states look at what their 
neighbors are doing to get ideas on 
what to do at home,” she said. 

She promised to devote specific 
attention to the threat of gray area 
games. 

“By now it is becoming evident that 
gray area games are coming into 
New York State in larger numbers,” 
she wrote. “It is also quite evident that 
some of our own people are operating 
them...] have already tied in with some 
of the groups in their gambling investi- 
gations efforts. Hopefully... may be 
able to help, so those of us who are 
operating legitimate equipment won't 
be thrown out with the bath water. I 
remember the Bingo machine years. 
Suggestions have already been made 
to me to have controversial machines 
awarding tokens in arcades to be 
used to play regular video games. We 
never recouped our image from the 
slot machine days, and now we seem 
to be going full cycle back to the 
same.” 

No one has been named yet to 
succeed McCarthy as association 
president, but Steve Hochman of 
Crown Vending in New York City is 
believed to be the leading candidate. 


THE BOSTON 
COMPROMISE 


After months of heightened antago- 
nism between the city of Boston and 
amusement operators, the two sides 
have reached a compromise. 
Coming from the battlefield that has 
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epitomized the struggle between city 
Officials and the coin-op industry, the 
Boston agreement is hailed by both 
sides as a national precedent for the 
control and supervision of games. 

City Licensing Commissioner Joanne 
Prevost Anzalone announced the 
agreement. 

“In the past some members of the 
video game industry had questioned 
the need for municipal regulations 
over video games,” she said, “and | 
am truly pleased that all sectors of the 
industry have now come to an agree- 
ment with the city of Boston. I want to 
thank the industry for keeping an 
open mind and for working with 
Boston in the best interest of the people 
of our neighborhoods.” 

The compromise comes as the reso- 
lution of a battle that dates back to July 
9, when Mayor Kevin White gave 
approval to a zoning proposal from 
the city’s Licensing Division prohibiting 
licensing of videos in “residential” or 
“local business” zones after January 1, 
1983. 

More than 2,000 of Boston's videos 
would have been turned off by such 
legislation, but they were saved when 
attorneys for the Coin Machine Indus- 
tries Association of New England 
achieved a restraining order against 
the city in a last minute victory Decem- 
ber 30. (Play Meter, February 15, pg. 
20) 

The compromise provides for 
games in, primarily, convenience 
stores to be placed with glass enclo- 
sures. Each store will have a cashier 
controlled shut-off button for the 
games which will be activated, 
according to the city’s “Amusement 
Game Rules and Regulations,” when- 
ever more than two people per game 
are in the game room. 

“That will keep the games away 
from the people who don't want to 
deal with them,” said CMIA attorney 
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Barry Rosenthal. 

The agreement allows the establish- 
ment of arcades in zones suited to 
“large entertainment uses such as 
theaters, cinemas, and _ nightclubs,” 
attorneys for the industry pointed out. 
Other establishments would be 
allowed to place up to four games, but 
residential neighborhoods would 
have an opportunity to keep games 
out of stores through zoning hearing 
procedures. 

“While this comprehensive zoning 
text amendment imposes severe 
restrictions on the placement of auto- 
matic amusement games in the city of 
Boston, we believe that it is a fair com- 
promise between the parties,” said 
CMIA attorney Valerie Pawson. 

“This compromise situation is what 
the industry has been advocating all 
along,” said Atari’s Don Osborne who 
was in Boston to contribute to the final 
arrangement. “We've been going to 
communities across the country, sitting 
down with people across the table, 
rolling up our sleeves and saying, 
‘What are the alternatives?’ ” 

Manufacturers’ association Glen 
Braswell commented that the “video 
games industry is not opposed to rea- 
sonable regulations. All we ask is a 
reasonable relationship between the 
object being sought and the statute 
being written as guaranteed by the 
United States Constitution.” 

The agreement terminates the 
litigation over the city’s right to regu- 
late the industy in Boston. “Today’s 
agreement makes this (issue) a moot 
point,” the city’s new release stated. 

The plan was submitted to the 
Boston Zoning Commission. e 


VIDEO SLOT 
OPPOSITION 
WINNING 


A bill to stop the proposed testing of 
video lottery games in New Jersey has 
passed the Senate there, and despite 
Governor Thomas Kean’s ordered 
moratorium on any further considera- 
tion of the game by state departments, 
the bill has cleared committee for pre- 
sentation to the General Assembly. 
Kean issued the moratorium after 
several allegations of favoritism and 
conflict of interest were made against 
lottery officials who have allegiances 


18 


with companies bidding for the video 
machine contracts. 

On January 24, the Senate voted to 
prevent the Lottery Commission from 
implementing its plans to install video 
slot machines in 100 bars and pack- 
age good stores throughout the state, 
approving Senator Richard Codey’s 
bill by an overwhelming 34-4 vote. 

The vote was not enough to deter 
those in favor of the video lottery, 
however. Following the vote, Kean 
remarked, ‘My feeling is that it ought 
to go ahead on an experimental 
basis,” and on January 25, Lottery 
Director Hazel Gluck approved a 
$160,000 contract for a survey to 
accompany the experiment to deter- 
mine public acceptance of it. 

Bidding to provide the video lottery 
games are Bally Manufacturing’s 
Scientific Games Inc., International 
Game Technology, General Instru- 
ment’s Amtote, Syntech International, 
and Levin Computer Corporation’s 
subsidiary Trans Atlantic Games. 
Relationships between state officials 
and some of those firms are being 
investigated by the attorney general 
as well as the state’s Executive Com- 
mission on Ethical Standards. 

Reese Palley, Lottery Commission 
chairman, sold Bally land for its Atlan- 
tic City casino and owns a shop in it. 
Palley also arranged a business deal 
in China for Syntech. Commissioner 
Jerome Seiden owns stock in Bally. 
Philip Kaltenbacher, state Republican 
chairman and commissioner on the 
Port Authority of New York and New 
Jersey, and his stockbroker Donald 
Unger, who is active in the state GOP, 
own stock in Syntech. | 

On February 14, Codey’s bill was 
approved by the Independent Author- 
ities and Commissions Committee for 
release to the General Assembly, after 
Alan Karcher defied Kean’s morato- 
rium. Karcher said the moratorium 


does not apply to the actions of the 
legislature. 

“We're going to make the gover- 
nor’s job a lot easier,”” said assembly 
speaker Karcher. “We are going 
to pass a bill to kill the video slot 
machines so he doesn't have to worry 
about what the attorney general may 
or may not find.” 

He requested an emergency vote 
by the Assembly and gotit, but the vote 
failed to receive the necessary 60 
votes to pass as emergency legisla- 
tion. The full 80-member Assembly is 
scheduled to vote on the bill February 
28. If the bill passes the Assembly, as it 
is expected to do, it must be signed by 
Kean before it becomes law. 

Meanwhile local officials from eight 
Essex County municipalities said they 
would adopt laws to keep the lottery 
videos out of restaurants and bars in 
their towns. 

“To combine a gambling device 
and a video game into a video slot 
machine is the worst of both worlds,” 
an official said. e 


INDUSTRY JOINS 


| FBI IN RAIDS 


Cooperating with some of the indus- 
try’s major manufacturers, FBI agents 
have closed in on a high-powered 
video game bootlegging operation in 
Buffalo, New York. 

The January 20 raid produced 120 
allegedly illegal games from 34 area 
stores and taverns and the arrest of 
three men charged with violating 
federal copyright laws. 

Arrested were Peter Scatilini, 
Michael Sanders, and Carmen Gallo. 
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The FBI was assisted in its investi- 
gation by Stern Electronics, Bally/ 
Midway, Sega Enterprises, and 
Nintendo of America. Stern said the 
manufacturers sent representatives to 
Buffalo “solely for the purpose of 
taking criminal action versus civil 
action.” 

According to reports, Gallo’s 
machines were shipped to Buffalo 
from Los Angeles while Scatilini and 
sanders allegedly got their equip- 
ment from Detroit. However, agent 
Philip Smith, who heads the Buffalo FBI 
office and directed the investigation, 
said the FBI did not Know of a national 
syndicate of video game bootlegging. 
He said the FBI investigation will con- 
tinue. 

Gallo is accused of selling three 
counterfeit video games to an under- 
cover FBI agent for $2,000 in cash and 
a $2,500 check. Scatilini and Sanders 
are charged with selling five pirated 
games to the same agent for $2,700. 

If convicted, the three could serve 
up to five years each and pay up to 
$250,000 in fines. ® 


ORDINANCES | 
LEAD TO ABUSES 


As communities nationwide begin to 
feel the effects of video game ordi- 
nances they have established, some 
Officials and video businessmen are 
discovering the laws are leading to 
abuses. 

A Miami operator told Play Meter 
that he made a “small, not really 
significant” payoff to a Miami city 
Official to obtain approval on a 
location application. He refused to 
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name the official but remarked that 
payoffs are common in southeast 
Florida where many communities 
have severely restrictive ordinances 
relating to video games. 

In Calumet City, just south of the 
Chicago city limits, council members 
voted 7-0 to hire a law firm to look into 
why Mayor Robert Stefaniak issued an 
arcade license to a friend when the 
council had already designated four 
other arcades that were to get licensed 
under the city’s ordinance. One of the 
previously approved applicants was 
left without a license, and Stefaniak 
contended that the ordinance gave 
him the right to choose which arcades 
he would issue licenses to. The coun- 
cil’s request was made May 27, 1982, 
but the law firm of Kozlowski and Smith 
has not yet sent the council an opinion. 

In New Berlin, Wisconsin, just outside 
of Milwaukee, a city planner noted it 
was “unfortunate” that the only video 
arcade allowed to open in the city is 
owned by an alderman’s daughter. 
The circumstance “makes us look 
bad,” Rick Kuckkahn said January 10 
after a Common Council meeting. 

Police Chief Ed Williams of Pismo 
Beach, California, objected to a part of 
the city ordinance requiring him to 
make judgments as to the moral 
character of arcade license appli- 
cants. 

“It will be extremely difficult for me 
to sit in judgment on someone's moral 
character,” he noted. “I don't believe it 
can be handled without problems.” ¢ 


NCMI 
BRANCHES 
OUT 


The National Coin Machine Institute, 
recently formed to advance the inter- 
ests of the nation’s game, music, and 
cigarette operators, is establishing 
divisions to accelerate its effectiveness 
in dealing with local and national 
industry problems. 

In Chicago, executives from mid- 
western operators’ associations 
gathered to form an alliance with 
NCMI. Paul Corey, director of the Ohio 
Amusement and Music Association 
and now head of the NCMI Midwest 
Association Council committee, 
announced the allegiance in terms of 
hopes “to develop strong local pro- 
grams that will aggressively strengthen 
and assist local associations of opera- 
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tors by providing systems, NCMI infor- 
mation, expertise, and guidance...” 

The Midwest Association of NCMI is 
particularly interesting in that it is 
composed of executives of the area's 
state associations whose traditional 
national affiliation has been with the 
Amusement and Music Operators 
Association. Leo Droste, director of 
AMOA, has firmly rejected NCMI's bid 
to become a recognized division of 
AMOA. 

The relationship between NCMI 
and AMOA has become less harmoni- 
ous lately. NCMI has withdrawn. its 
request to be recognized by AMOA 
and apparently is determined to fly 
without AMOA's blessing. 

Generally, those associated with 
NCMI whom Play Meter has spoken to, 
have indicated the Institute was 
organized to provide quick reactions 
to local or regional adversities. They 
feel the AMOA, which requires 
approval from a 48-member board— 
a board that meets just twice a year— 
for its policies and activities, has been 
ineffective in dealing with the local 
and national legislative problems that 
have lately appeared so frequently to 
threaten the industry. 
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Corey and Ohio association Presi- 
dent Richard George received unani- 
mous approval from the OMAA board 
to co-chair the NCMI Midwest Regional 
Council. “We are not in opposition to 
any existing association,” stressed 
Corey. “We just feel that today an 
additional basis is needed. We think 
the Institute will be capable of imple- 
menting its programs quickly.” 

In a separate move, NCMI estab- 
lished a Family Amusement Center 
Division. Tom McAuliffee of Time Out 
Amusement Centers hailed the divi- 
sion. “Because of the number and 
scope ofthe problems besetting family 
amusement center operators, the 
formation of this group is vital to our 
survival and future strength,” he said. 

Among the division's objectives are 
the development of an arcade code of 
ethics and implementation of a 
campaign to defeat restrictive 
“zoning, regulatory, and legislative 
matters affecting family amusement 
centers.” 

The arcade operators division of 
NCMI will meet March 24 in Chicago 
to discuss electing officials and a 
board and to develop detailed pro- 
grams. e 


Attending the first meeting of the midwest Regional Council of the National Coin 
Machine Institute were (seated left to right) Walter Maner, executive director, 
Michigan Coin Machine Operators Association; Elmer Schmitz, president, Wisconsin 
Amusement and Music Operators Association; Walter Bohrer, president, Milwaukee 
Music Operators Association. Standing are (left to right) Herbert Beitel, legislative 
counsel, National Coin Machine Institute; Paul Corey, executive director, Ohio 
Amusement Operators Association; Alex McConnell, president, Illinois Coin Machine 
Operators Association; Ken Thom, president, Association Buyer’s Club (Chicago); 
Joe Phillips, executive director, Wisconsin Amusement and Music Operators 
Association; and Alan Mount, public relations for NCMI. 


21 


GAMES REVIVE 
RECREATION 
CENTERS 


Lou Grasmick withstood the slings and 
arrows of outraged editorialists and 


he’s glad he did. 

After a year of controversy, Gras- 
mick’s determination led to five weeks 
of testing the viability of video games 
as part of the offering of recreation 
centers in Baltimore. 

“Nothing has been more yratifying 
to me than the results of this test,” said 
Grasmick who is chairman of the Con- 
cessions and Special Events Commit- 
tee of the Recreation and Parks Board. 
“There are absolute, hard facts that 
youngsters are being drawn back to 
the centers by the games.” 

Residents and center directors who 
attended a meeting at the conclusion 
of the five-week test were unanimous 
in their favorable reports on and 
responses to the games. 

Center directors reported that kids 
who came to play the games stayed to 
get involved in other recreational pro- 
grams. 

“We're starting to bring in kids that 
weren't at the center before,” said Rick 
Przybylowski, a recreation official who 
polled the responses of all six trial 
center directors. “That, in turn, makes 
them come back later on. Sometimes 
now they don't even come back to 


play the video games because they 
got interested in being on the Bullets, 
or whatever the team is, and playing 
ball there. But they maybe wouldn't 
have come in if it wasn't for the video 
games.” 

Grasmick had been lambasted in 
the press as well as in person since he 
first proposed to try video games in the 
recreation centers, mainly by parents 
who were worried their children 
would spend too much time and 
money on the games. But the six loca- 
tion, five-week test proved that video 
games are an appropriate “part ofthe 
total recreation package,” he said. 

“They were surprised, and im- 
pressed,’ Grasmick said, “that the 
games didn't lead to an increase in 
vandalism or fighting.” 

The games also produced signifi- 
cant revenues for the centers. Opera- 
tor Joseph Stonick provided two 
games to each center for the test 
period and allowed the centers to 
keep all the test revenues which totaled 
92,047.00; 

stonick, who Grasmick said will be 
awarded the contract to supply other 
Baltimore recreation centers who 
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NEED TO CONVERT A GAME: 1) PC BOARD AND POWER 
SUPPLY, 2) WIRING HARNESS, 3) ISOLATION AND POWER 
TRANSFORMER, 4) CONTROL PANEL SWITCHES, AND 
JOYSTICK, 5) HEADER, CONTROL PANEL OVERLAY, 
AND SIDE DECALS. CALL US ON OUR TOLL FREE NUMBER 
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3731 E. LaSalle ¢ Phoenix, Arizona 85040 
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want the games, offered to continue to 
provide each center with the total 
gross revenues from the first month's 
operation, before establishing the 
traditional 50/50 split. 

As a result of the positive response to 
the tests, all of Baltimore’s 100 recrea- 
tion centers have been notified they 
can install the games. So far, more 
than 20 locations have requested the 
games, and Grasmick said, “the num- 
bers are increasing daily. 

“I believed in this thing from the 
beginning,” Grasmick said. “We were 
tough judges of the program. Every- 
thing had to be right—and it was.” @ 


CITY WANTS 
OWN ARCADE 


Gardena, California officials have 
decided upon a novel way to deal 
with the increasing presence of video 
games in their community. They have 
proposed opening their own arcade. 

“We could put in one hugh arcade,” 
said City Councilman Mas Fukai, 
“done in good taste and with good 
supervision. It would eliminate the 
innuendo that they are hotbeds of 
dope and what-not.” 

Tentatively, the city has considered 
providing an arcade building in the 
city park to be leased to an operator at 
a rate of about 5 percent of the gross 
receipts. But Trudy Smith of the Parks 
and Recreation Department, who is 
researching the idea for the city, says 
the plan is not realistic. 

“Ten years ago, the idea might have 
worked,” she said. ‘But it is not practi- 
cal now because there are already so 
many games in town. Besides I believe 
there is a problem here of an anti-trust 
nature.” 

Smith said that the city’s effort to 


PLAY METER, April 4, 1983 


open an arcade during its video 
game moratorium on businessmen 
could be considered a violation of 
federal anti-trust laws. And she added 
that concerns over that possibility 
have held up the plans of the council. 

Council members are apparently 
not as worried about video game 
saturation in Gardena, but they should 
be according to George Typaldos, a 
game operator who provided Smith 
with much of the information she has 
gathered for her feasibility report. 

“An arcade four blocks from city hall 
just closed for lack of business,” he 
said. 

The initial proposal was made at a 
December City Council meeting, but 
the issue has been passed over twice 
at subsequent meetings. 

“The tone is negative on the idea 
right now,” Smith said. 

“There’s not much chance that they 
will be doing it,” added Typaldos. ®@ 


WILLIAMS FAILS 
TO GET SANDS 


Williams Electronics’ effort to buy con- 
trolling interest in the Sands Hotel & 
Casino in Atlantic City, New Jersey, has 
failed. 

Between shares privately purchased 
and some stock options, Williams 
retains contro! over about 24.8 percent 
of Greate Bay Casino Corporation, 
parent company of the Sands. But the 
game manufacturer's attempt to com- 
mand a major interest in the hotel was 
thwarted when Burton and Richard 
Koffman sold their interest in PPI 
corporation, which controls 57 percent 
of the hotel, to the Pratt brothers of 
Dallas. 

The Wall Street Journal labeled the 


battle for controlling interest of the 
Sands as the “first takeover fight to hit 
the fledging casino industry” in Atlan- 
tic City. It said the Sands would be a 
“promising diversification” for Williams 
as the video game business “becomes 
more competitive and its growth rate 
SlOWS.”’ 

The Journal characterization was 
not inconsistent with Williams’ first 
quarter revenue and earnings report. 
Therein, Michael Stroll, the firm's pre- 
sident, said that company earnings 
were up from 58 cents in 1982 to 61 
cents in 1983, but he noted net earnings 
for January 1983 would be approxi- 
mately 19 percent below those of 
January 1982, and he added, “we do 
not anticipate a significant resur- 
gence in buying activity over the short 
term.” 

Initially, Williams had been 
promised the Koffman brothers’ stock, 
but the Pratt brothers were successful 
after they achieved the backing ofthe 
Bass family of Fort Worth, Texas, who 
controls the oil and gas empire, 
according to the Journal. Williams 
sued but dropped the suit and its inter- 
est in acquiring the Sands after the 
Koffmans agreed to pay Williams $4 
million. e 


GORDON 
TO ROWE 


~ 
a — 


Jerry Gordon 


Jerry Gordon has joined Rowe Inter- 
national as its vice president of dis- 
tribution. 

He will be in charge of all aspects of 
the coin machine distributing arm of 
the firm. Gordon moved to the 
Whippany, New Jersey, home office of 
the national distributorship from 
Betson Enterprises, another New 
Jersey based distributorship where he 
had been for 16 years serving as vice 
president. e 
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HeAVLinehs 


Two school districts in New Mexico 
have installed video games in their 
schools on a trial basis. Students are 
allowed to play the games before 
and between classes and at noon. 

To date, there have been nocom- 
plaints other than health officials’ 
concern that the loud noises associ- 
ated with video games may cause 
some hearing damage. The 
machines, however, have volume 
controls that are kept at low levels. 
School administrators commented 
that the games help improve hand- 
eye coordination and that students 
have not violated rules by skipping 
classes to play the games. 


* * * * * 


Recommendations by an amuse- 
ment device study committee in 
Cliffside Park, New Jersey, and the 
surrounding area include restric- 
tions which may be used in an ordi- 
nance to regulate video games. 
Teachers, parents, businessmen, 
policemen, and other members of 
the community testified before the 
committee as part of its long study. 

Nat Liss, chairman of the commit- 
tee, stated that “establishments with 
multiple video game machines are 
conducive to creating the type of 
atmosphere encouraging narcotics 
trafficking, vandalism, absence 
from school.” 

The recommendations proposed 
are for an ordinance that: 

1. limits the number of machines 
in any one business to three, 

2. establishes a 1,500-foot radius 
around churches, synagogues, and 
schools in which no video games 
will be allowed, 

3. keeps businesses with video 
games 1,500 feet apart, 

4. prohibits children under the 
age of 16 from playing the games 
unless accompanied by a parent or 
guardian, 

5. keeps the machines from 
obstructing the entrance or exit, 
aisles or emergency exit of a busi- 
ness, 

6. provides for a clearance of 5 
feet to the front and sides of the 
games, 

7. and requires each business to 
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pay an annual licensing fee of $375 
per machine. 


* * * * * 


A Georgia judge has ordered 18- 
year-old Louis McGill to stay away 
from video games for 10 years. 
McGill's obsession with video 
games prompted him to set fire toa 
rental home to avoid moving away 
from a nearby arcade. According 
to prosecutors’ testimony, McGill 
dropped out of school to spend all 
of his time playing video games at 
the arcade. 


* * * * * 


The AMOA of New Jersey Inc. 
elected its officers for 1983. James 
Cuccio of Chess Amusements will 
serve as president, and Frank 
Mandia Jr. as vice president of the 
organization. The AMOA chapter 
also employed lobbying firms Holt 
and Ross Inc. and The Joseph Katz 
Company to fight legislation detri- 
mental to the industry. 


* * * * * 


In an attempt to fight adverse legis- 
lation, members of the video game 
industry in Connecticut have 
formed the Electronic Coin Insti- 
tute Political Action Committee 
(ECI-PAC). Currently, the group is 
opposing three bills: a 72 percent 
sales tax on receipts, a S50 per 
machine tax, and a measure to 
allow municipalities to license and 
regulate game rooms. Abe Fish has 
been named chairman of ECI-PAC. 


* * * * * 


Advanced Video, a new company 
formed by Rick Fisher and Jim 
Burley, and the National Football 
League have teamed up to create 
a new video game utilizing actual 
game footage supplied by NFL 
Films. 

The game can be played by one 
or two players who select plays 
likely to succeed in real football 
situations. The first game manu- 
factured will pit the San Diego 
Chargers against the Los Angeles 
Raiders. 

Perceptronics will create the soft- 


ware for this new Laser VideoDisc 
game. 


* * * * * 


James P. Newlander, a 25-year 
veteran of the coin machine indus- 
try, was named eastern regional 
sales manager for Atari’s coin 
video games division in Somerset, 
New Jersey. Newlander’s former 
positions include regional sales 
manager with Gottlieb and vice 
president of marketing at Rowe 
International. 


* * * * * 


World Wide Distributors Inc. 
recently opened a third branch 
office in St. Louis, Missouri. Jerry 
Womble has been named branch 
manager at the new facility A 
grand opening celebration was 
held March 15. 


* * * * * 


J. Laniel of Laniel Canada Inc. has 
been appointed exclusive Cana- 
dian distributor for Dynamo’s Big D 
pool tables and ProBilt soccer 
tables. “The resurgence in demand 
by operators in Canada for superior 
quality products which provide 
consistently high profit margins... 
has reinforced our needs for strong 
representation in this area,” said 
Mark L. Struhs, vice president of 
sales and marketing for Dynamo. 


* * * * * 


Bally Manufacturing Corporation 
announced results from operations 
for 1982. The fourth quarter results 
show an increase in revenues, but a 
decline in net income and earnings 
per share. On the whole, however, 
revenues, net income, and earnings 
per share set records for the year. 
Figures reported for the year 
ended December 31, 1982, include 
revenues of $1.3 billion, net income 
of $91 million, and earnings per 
share of $3.20. 

Robert Mullane, chairman ofthe 
board, commented that, “Bally's 
management is satisfied with the 
results of the year..wherein the 
company produced an increase in 
earnings per share of 5.6 percent 


SSS 
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over 1981. The weakness in the 
coin-operated amusement game 
business continues in the first 
quarter of 1983, but we believe that 
with an improving economic pic- 
ture unfolding, it should gather 
strength during the latter part of 
1983.” 


* * * * * 


A November denial of Century Cir- 
cuit Inc.’s application to install 34 
video games in the lobby of a 
theater was recently reversed by a 
Superior Court judge in Paramus, 
New Jersey. 

Century's attorney argued that it 
was inappropriate to measure the 
distance between the theater and a 
local high school along a straight 
line since the two buildings are 
separated by a six-lane divided 
highway. The theater is 1,200 feet 
from the high school, seemingly in 
violation of the borough's ordi- 
nance requiring at least 1,500 feet 
between an arcade and a church, 
school, or another arcade. 


* * * * * 


KCI Video Games was awarded a 
five-year contract to operate video 
games at the Kansas City Inter- 
national Airport. KCI will operate 90 
video games and will use vending 
machines to dispense tokens. An 
additional 30 games are expected 
to be placed in spaces leased by 
airport tenants who operate restau- 
rants, barbershops, and gift stores. 

The Kansas City Council's Aviation 
Committee said it would allow the 
games to produce a certain 
amount of noise as long as it does 
not disturb anyone in the public 
areas ofthe airport. KCI submitted a 
winning bid of $211,280, surprising 
city officials who were expecting 
bids of less than $75,000. 


* * * * * 


Combining the old with the new, 
The Funland Ole Tyme Amuse- 
ment Center, operated by Atlas 
Music Company of Jacksonville, 
Florida, is both game room and 
show room, including older recon- 
ditioned pinballs as well as new 
video games. 

Customers at the amusement 
center can play the “antique” or 
new games—or buy them. Prices 
range from $175 to $3,000. While 
some of the games are from the 
‘50s, others are Space Invaders, 
Centipede, and Super Pac-Man. 


By Dawn Adorno 
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THE CALENDAR 


March 19 
Computer-Generated Film Graphics: 
A Day With Art, UCLA Extension— 
Dept. of the Arts, Los Angeles, CA, 9 
a.m.-3 p.m. 


March 23—25 
Coin-op ‘83, The Irish Amusement 
Trades Exhibition, Leopardstown 
Racecourse, Dublin 


March 25—27 
Amusement Operators Expo ‘83, 
O'Hare Exhibition Center,Chicago 


March 30—3 1 
WLPX Amusement Players Expo, 
MECCA, Milwaukee, WI 


April 7—10 
FAVA Convention, Florida Amuse- 
ment and Vending Association, 
Curtis-Hixon Convention Center, 
Tampa, Florida 


April 14—293 
Milan Fair, Italy (For information, 
contact Fiera di Milano, Largo 
Domodossola, No. 1 20145, Milan, 
Italy. Telex: 331-360) 


April 22 
Kansas City Mini-convention, Kansas 
City Trade Mart 


April 22—24 
Western Convention-Exhibit of 
Vending and Foodservice Manage- 
ment, Anaheim Convention Center, 
Anaheim, CA 


April 23 
Maryland Amusement Operators 
Association Inc., First Annual Conven- 
tion, National Aquarium at Harbor 
Place, Baltimore, MD 


April 28—24 
Montana State Association Annual 
State 8-Ball Tournament, at Carousel 
Lounge, Missoula, MT 


April 24—27 
AMOA-Notre Dame Executive 
Development Program, Notre Dame 


April 30—May 1 
PAMMA (Pennsylvania Amusement 
and Music Machine Association) 
Exposition, Expo Center, Monroe- 
ville, Pennsylvania 


May 1 
Amusement & Music Operators of 


Texas Annual 8-Ball Pool Tourna- 
ment & Board Meeting, Austin Hilton 
Hotel 


May 13—15 
Wisconsin Amusement & Music 
Operators, Sheridan Hotel, Madison 


May 20—22 
Music and Amusement Association 
of New York City Annual Convention, 
Concord Hotel, Kiamesha Lake, New 
York 


June 1—4 
AMOTexas First Annual Convention 
and Exhibits, Austin Hyatt Hotel, 
Contact Don McCullough 512/454- 
8626 


June 3—5 
MAMA and MATCD Convention, 
Marriott's Tan-Tar-A Resort, Lake of 
the Ozarks,MO 


June 16—18 
OMAA’s 1983 Exposition of Music 
and Games, Hyatt Regency, 
Columbus 


July 15—17 
Montana Annual State Association 
Meeting, Big Sky 


July 25—29 

Tenth Annual Conference on Com- 
puter Graphics and Interactive Tech- 
niques, Conference Office: 144 East 
Wacker Dr., Chicago, IL. Sponsored 
by the Association for Computing 
Machinery’s Special Interest Group 
on Computer Graphics, Engineering 
Society of Detroit, IEEE Technical 
Committee on Computer Graphics, 
and Eurographics. Detroit, MI 


September 6—1 1 
North Carolina Coin Operators Asso- 
ciation Inc., Hyatt House, Winston- 
Salem 


October 7—8 
Amusement and Music Operators of 
Virginia “Silver Jubilee” Trade Show, 
John Marshall Hotel, Richmond 


October 13—16 
National Convention-Exhibit of 
Vending and Foodservice Manage- 
ment, McCormick Place,Chicago 


November 16—20 
1983 IAAPA Trade Show, The River- 
gate, New Orleans, LA 
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For a thorough look into the 


most important issues in the 
| coin-op industry, turn fo 
NEWS pages of PLAY METER- 


PLAY METER’S news is backed by years of 
experience in the industry, by hours of 
interviews with the industry's news makers, 
and by a dedication to uncover all sides of 

the issues so you get the story right. | 


Sega premieres Star Trek 


By Valerie Cognevich 


he Mission: To open new fron- 
| tiers in the arcade experience... 
to boldly go where no game has 

gone before. 


“Sega Electronics has introduced its 
new Star Trek video game in much the 
same manner as a major motion pic- 
ture company would premiere a block- 
buster movie,” proclaims Bob Rosen- 
baum, Sega’s vice president, marketing 
and sales. 

A 90-second commercial is planned 
to run in more than 4,000 movie 
theaters nationwide. 

According to Sega, the commercial 
will consist of the very best special 
effects from the two “Star Trek” 
movies. 

Says Rosenbaum, “The movie-going 
audience is the target audience of video 
game players. We have an expected 
viewing audience of approximately 20 
million in the theaters, and combined 
with the popularity of “Star Trek,” we 
feel that the introduction of the Star 
Trek video game will be one of the 
most widely heralded in the industry.” 


Nationwide promotional tour 

Beginning in late January, Sega says 
Star Trek Days began for three con- 
secutive weeks bringing overwhelming 
response to arcade owners and opera- 
tors. 

Two well-known original stars of 
the television series and both of the 
“Star Trek” movies, Nichelle Nichols 
(Lt. Uhura) and George Takei (Lt. 
Sulu), made personal appearances at 
many arcades, signing autographs and 
posing for photographs with fans and 
passing out T-shirts and posters. 

The two stars, dressed in authentic 
Star Trek garb, also passed out movie 
passes to the next “Star Trek” movie to 
those dressed in “Star Trek” costumes. 

Radio, television, and newspaper 
coverage of the event helped increase 
awareness and excitement in the game. 
The television magazine show, “Enter- 
tainment Tonight,” featured a segment 
on the tour. 


at 


Why this approach? 

According to Jeff Adams of Sega, 
this is the reverse of how games are 
normally introduced. “First the manu- 
facturer sends literature to the dis- 
tributors,” Adams says, “then, in turn, 
the distributor tries to get the opera- 
tors excited about the game,and finally 
the operator hopes to arouse an 
interest from the players. 

“This promotion was planned to get 
the players excited first, similar to how 
movies are promoted—by aiming 


directly at the consumer,” he con- 
tinues. “We hoped that by generating 
the interest at the player level, the dis- 
tributors and operators would benefit 
from having the players already famil- 
lar with the game.” 

Sega spent a lot of money pro- 
moting its new game this way, at the 
consumer level.When asked if he 
thought it was worth it, Adams unde- 
niably answers, “Yes, every cent. 

“We not only used this promotion to 
generate interest in Star Trek but also 
to talk with operators and let them 
know that we really do care what is 
going on with them. We got a lot of 
positive feedback along with the com- 
plaints. 

“Without the operators,” Adams 
continues, “we know we would not be 
in business long. The manufacturers 
need the operators to be in financial 
health so the manufacturers and dis- 
tributors can be financially healthy 
too.” 

The reason Sega chose Star Trek for 
this promotion is because the public 
has such a strong identification with 
Star Trek movies and the syndicated 
showings of the television show. “Half 
the battle is already won,” Adams 
comments. “Just the name was enough 
to draw attention to the game.” 


Sega saturation? 

Sega has introduced many new 
games in the last year. Is the effect of 
the new game going to be diluted 
because of all the recent games? Sega 
feels that Star Trek is a special game 
and should make it to the top of the 
charts. 

“Everyone is looking for that next 
Pac-Man. However, I don’t think 
market conditions will ever be as ripe 
as they were when Pac- Man was intro- 
duced. It opened up doors for the 
video games. 

“The games were a novelty at first, 
and now it is not just enough that itisa 
video game. It has to have and be 
something special. Sega feels Star 
Trek just might be that special game.” 
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By Valerie Cognevich 


[Ed Note: The following interview was conducted with the help 
of Dave Jenkins, vice president of marketing for Simutron. He 
and other company management members contributed 
information on the Simutron concept. ] 


Q. What is the Simutron corporation? 

A. Simutron is a Southern California-based manufacturer 
and franchiser of high-tech video computer equipment called the 
Simulator Game System. 

Q. Your company was at one time involved in analyzing 
business trends for various clients in different industries. How did 
vou get involved in the video game industry? 

A. Our move resulted from a project we were working on 
about two years ago which dealt with isolating problems found in 
the video game industry that manufacturers were not addressing. 
We began looking for problems that existed in the marketplace 
and ended up convincing ourselves that we also had the solutions. 

Q. How is one more company ina competitive arena such as 
ours going to help solve the problems that we have? 

A. We went into this business with a goal of solving pro- 
blems, not perpetuating them. We expect to make some drastic 
changes in the industry. We feel that there is always room for 
someone who can solve problems and little room for those who 
add to them. We expect the speedy exit of many companies in the 
next few months to confirm this philosophy. 

Q. How can Simutron expect to reduce the effect of equip- 
ment obsolescence? 

A. The most obvious answer to that question was also the 
most difficult problem to solve. In solving the problem, we had to 
integrate a system into a permanent housing, or console, which 
the player uses; games that can be changed at the push of a 
button; and, of course, a network controller, or master computer, 
which drives the system. Ideally, the system would have to incor- 
porate current state-of-the-art technology such as a laser disc 
interface, as well as the next generation of technology. 

Q. It sounds as though your Simulator Game System hara- 
ware can be identified as having three major components: the 
player consoles, the network controller, and interchangeable 
games. Could you briefly explain these components? 


The player console which we have 


designed, centers around the concept 
of maximizing player involvement. 
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A. Sure. The player console which we have designed centers 
around the concept of maximizing player involvement. To 
achieve a truly simulator type environment, the player must be 
given the opportunity to interpret the entertainment as reality. 
The simulator concept must captivate the player by using several 
of his senses. To ensure this level of involvement, the player is 
separated from reality in a semi-enclosed environment, com- 
fortably seated in a cushioned seat, behind a four-screen playing 
field. 

We've included all current state-of-the-art technology avail- 
able in the design of our system. The Simulator Game System 
console reflects this by featuring such characteristics as a large 19 
inch color monitor which can presently combine laser disc 
play with computer generated graphic effects. Below the large 
screen are three smaller color monitors which can display real 
time high resolution graphics capable of 256 individual real 
colors. Stereophonic reproduction of sound, as well as voice 
synthesis is distributed through speakers embedded in the con- 
sole and in the headrest of the operator’s chair. Another unique 
enhancement which we feel will generate considerable player 
appeal is a closed circuit TV camera and intercom system that will 
allow players to see and communicate with each other while 
they’re competing. 
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Customers are greeted by uniformed employees at the control booth. All 
sales transactions and game selections will be made at the control booth. 


Q. Could you now explain the network controller? 

A. The network controller is the “brain” of the system. This 
master processor is what allows players to compete against each 
other. It allows individual Simutron Tournament Centers to be 
linked together; it’s used in recording of sales transactions from 
game play and sales of game related merchandise; it also serves as 
an on-site accountant, keeping accurate controls on the business 
Operations. The-network controller also allows players to 
schedule playing time for tournaments, and if the player desires, 
it will store the game that he is playing at the part where he left off. 

Q. Describe how your Simulator Game System packges 
differ from current changeable games. 

A. Currently, there are three basic types of changeable game 
systems—kits, boards, and program-changeable systems. The 
“kit” and “board” systems usually require the operator to enter 
into the game changing procedure with technical knowledge and 
a toolbox. The program-changeable systems are somewhat 
easier, but still require the operator to remove the electronic 
brains and replace it with the new game. 

We feel that our system is simpler yet. Our Simulator Game 
packages are written in both high level languages, such as Pascal, 
and also assembly languages. The games are then distributed 
directly to our Simutron Tournament Center franchise via tele- 
phone lines. Each center builds a library of games which are then 
down-loaded into the network controller. The process of 
changing games is as simple as typing in a special code number. 
These games are specially designed for use in our Simulator 
Game System hardware. This helps reduce the problems of 
counterfeiting games. The simplicity of this distribution system 
will allow us to sell our Simulator Game package at a fraction of 
the cost of current changeable systems. 

Q. Did you say that players can also compete against each 
other? 

A. Yes. The ultimate enhancement for maximizing player 
involvement and interaction is to allow players to compete 
directly against each other, as well as the computer. We have 
developed a multi-user system which can handle up to 16 players 
competing against each other in any combination. Not only will 
players have the opportunity to compete in the same Simutron 
Tournament Center, but we will soon be able to link Simutron 
Tournament Centers together via telephone lines so that players 
in different cities can challenge each other. 

Q. Are players restricted to playing only complex games 
involving all four screens? It’s hard enough for some players to 
get good at a game that uses only one screen. 

A. If we did restrict the player to complex games using all 
screens, then our system wouldn’t be adaptable. The choice of 
how many screens or buttons that will be used depends on how 
complex our game designers want the game to be. Insome games 
you might only have one screen, a fire button, and a joystick. In 
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others, like our first game with special effects for “Star Trek: The 
Motion Picture,” you'll be able to use all four screens including 
the laser disc which holds all the special effects from the movie, a 
hundred buttons, voice synthesis, and stereo sound. 


Brent R. Naseath, president, and Grant J. Hallstrom, executive vice 
president and director of franchise sales, display the company’s 
laser disc which holds the special effects from 
“Star Trek: The Motion Picture.” 


Q. You mentioned that your first game will use a laser disc 
that has all the special effects from “Star Trek: The Motion 
Picture.” Could you explain a little more about this game? 

A. Well, it is one of our more complex games. It is basically 
a territory acquisition game. The goal is to rebuild the Federation 
space while defending it from Klingons and Rebel forces. The 
player can fantasize that he is Captain Kirk of the Enterprise and 
actually control the special effects from the movie. At the touch 


of a button he will actually see his ship go into warp drive. To add 
to the excitement, he can even compete against his friend and 
see Rebel ships on his navigation screen. I’m sure it will be an 
exciting game where players will go “where no man has gone 
before.” 

Q. What are some of the other games you intend to develop? 

A. We will attempt to demonstrate the adaptability of our 
Simulator Game System by involving as many situations as 
possible. For example, we will be working ona sports game like 
football, fantasy games such as the popular dungeon games, and, 
of course, adaptations of other popular movies. In short, if the 
situation can occur on land, sea, or in the air, we will probably 
have a game for it. 

Q. Does Simutron Inc. intend to develop all the games in- 
house? 

A. Initially, Simutron Inc. will be the main developer of 
Simulator Game packages. The games will be developed by using 
our in-house staff, as well as several other sub-contractors. At 
some point in time, economies of scale will make it feasible for 
other manufacturers to develop Simulator Game packages for 
our hardware. At that time, we will assume a role similar to a 
book publisher, in that game “manuscripts” will be evaluated 
and, if selected, they will be distributed throughout our network 
of Simutron Tournament Centers. 

Q. What will it cost to play one of your games? 

A. The price will be comparable to that of standard cockpit 
type games currently on the market, about 50 cents for two to 
four minutes. 

Q. Do the players still use quarters or tokens? 

A. No. We’ve done away with the use of coin boxes because 
of several problems inherent in them. Even though there are some 
psychological benefits of using tokens, we feel that it is just as 
easy for the player to hand the cashier his money and have the 
cashier flip a switch rather than changing one form of money into 
another. 

Q. One problem facing the industry is that of not knowing 
which games have the best potential or which games are the most 
profitable. Does your system help eliminate the guesswork? 
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A. Yes. Our network controller has the ability to track game 
play and record data regarding how much players spend, when 
they spend it, and on what games. The network controller will 
also enable us not only to determine which games are successful, 
but to ask the players why they like the games through an elec- 
tronic questionnaire feature. We can analyze all research data at 
the corporate level and provide the operators with a detailed 
statistical analysis. 

Q. The entire system sounds very complex. Will service bea 
problem? 

A. On the contrary. Our Simulator Game System is com- 
pletely self-diagnostic. It warns the operator if and when 
something is malfunctioning. The system was designed so that 
when something fails, it can be replaced in a matter of minutes 
from an inventory of modular components kept on premises. 
We've done everything we could to eliminate the problem of 
downtime. We realize that it’s hard to make money from a 
machine while an operator is waiting for days until a technician 
can repair the equipment. 

Q. Why did your company choose to franchise rather than 
distribute your Simulator Game System hardware through 
existing channels? 

A. I’m sure that our decision to develop a chain of centers 
was based on many of the same reasons why other manufacturers 
are doing so. However, our main reason for establishing a 
network of franchises had to do with increasing the chances for 
success in an industry where strategic alliances are a necessity. It’s 
important to keep in mind that 50 percent of all businesses fail the 
first year, and 80 percent fail within the first five years. The fact 
that 97 percent of all franchises succeed is critical in an industry 
facing a possible shake-out. When the industry stabilizes, we 
expect to have a major portion of the market. 


The high-tech design of the center creates a feeling of excitement. 
ole ‘i S 
The portholes allow those waiting to view 
the excitement inside the playing area. 


Q. Describe what someone would expect to find unique ina 
Simutron Tournament Center, besides the game system. 

A. What we have is a futuristic modular design which 
incorporates such interesting elements as a lounge area where 
customers could view a large screen TV, a playing area separate 
from the lounge, an air-lock door which opens automatically to 
allow players into the playing area, and viewing portholes which 
allow those waiting to play to watch the action in the playing 
area. 

Q. Do you intend to demonstrate your concept at the 
Amusement Operators Expo in Chicago this year? 

A. Unfortunately not. We discussed it but felt that the Hyatt 
Regency Expo Center probably wouldn’t be too excited about us 
moving in an entire Simutron Tournament Center. So we settled 
for the next best thing. We decided to have our own expo in San 
Diego sometime after the AOE show. e 
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SS silly Mr: & Mrs. Pac-Man are beaming with pride 
over their bouncing bundle of Joystick Joy....... 
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Peace /\ great new video game that's 
enhanced with a pinball feature! 
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Begin on the de foc Pac-Man wn 
Maze-—filled with white dots, it con- | ae 

tains none of the energizers needed ° Ag\S M4 Ab 
to attack the monsters. pa - a 


Escape to the Pinball Playfield to earn 
important energizers 3 different 
ways, tunnel speed-up (right spin- 
ner target), and valuable fruits (left 
Spinner target). 
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——— =¢: all access 

for all 

major 
boards 

e One “Combo 


Board” (Solenoid 
& Lamp Drivers) 


e One Pinball MPU 
Board 


e One “Vidiot” Board 
with self-testing capa- 
bility comparable to the 

existing MPU Board which 
controls both sight and 
sound. 


e Top and/or side flipper 
control button 


Csally 
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Earn an Extra Baby by 
completing the center 
playfield arrows (3 dif- 
ferent ways). 


Resume Video Action by hit- 
ting a qualified saucer or 
draining the ball. 


The game begins and ends on 
the Video Maze. Three Baby- 
Pacs are awarded per player 
at the beginning of the game; 
play ends when the last Pac 
is eaten. 


A Winning Game...and beau- 


tifully packaged in an all-new : =) 
video cabinet, Baby Pac- Cabinet Specs: Height 67%" PINBALL DIVISION 

Man™ also contains a great Weight 3934" WG GT 2 SR OER WES 
hardware package. Depth 37" 90 O'Leary Drive, Bensenville, Illinois 60106, U.S.A. 


Telephone: (312) 860-6400 


© 1982 Bally Manufacturing Corporation 


The Great Mesquite 


ld-timers in the 30-year strug- 
OC gle between Bally and Gottlieb 

over the image of the amuse- 
ment-only coin machine industry, gray 
or white, have long since ceased to be 
surprised at anomalies like water 
rurining uphill and the sun rising in the 
west. But no one remembers self- 
inflicted wounds. 

Last fall in Chicago at the AMOA 
meeting, it became apparent that nota 
few newcomers seem to believe the 
Mesquite case (City of Mesquite v. 
Aladdin’s Castle, Inc. in the U.S. 
Supreme Court) was an industry vic- 
tory. Nothing could be more wrong. 
The handling of Mesquite was the first 
of several critical policy decisions, 
made for the industry by ADMA 
(Amusement Device Manufacturers 
Association, short-lived predecessor 
of AGMA), that reflect a drastic 
change in the attitudes and philosophy 
of industry leaders and that have 
clearly compromised the interests of 
the bona fide amusement-only seg- 
ment. 

These policy decisions will be the 
subject of a series of articles to follow 
in subsequent issues of Play Meter. 
But Mesquite is the only episode for 
which a response is solicited. Can any- 
one explain why such a God-sent 
Opportunity was thrown away, or 
what prompted Bally and ADMA 
legal strategists to agree on such an 
astonishing “no win” strategy? 

Here is the Mesquite story. In 1976, 
Aladdin’s Castle, the Bally subsidiary 
that operates top-of-the-line arcades, 
wanted to open one of its establish- 
ments in a new shopping center being 
built by Homart Corporation, a Sears 
Roebuck affiliate, in Mesquite, Texas. 
Mesquite is a suburb of Dallas, but 
with a strong flavoring of Texas Bible 
Belt. 

Aladdin’s lawyers soon discovered a 
non-enforced Mesquite ordinance, left 
over from the bad old days of bingo 
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Puzzlement...Why? 


By Rufus King 


pinballs, prohibiting play on coin- 
Operated amusement games by minors 
under 17 years of age unless accom- 
panied by a parent or guardian. When 
the city fathers were informed that this 
ordinance would make the proposed 
new arcade unprofitable, they enacted 
a special exception for Aladdin’s. 
Relying on this, Aladdin’s signed a 10- 
year lease with Homart and spent 
some $80,000 decorating and equip- 
ping the new premises. 


Application denied 

But the Mesquite ordinance also 
required arcades to be licensed, direct- 
ing, among other things, that the chief 
of police should consider whether 
license applicants had any “connec- 
tions with criminal elements.” When 
the police department found that 
Aladdin’s belonged to Bally and 
turned up some of the timeworn 
allegations about Bally’s alleged 
unsavory underworld ties, the chief 
announced that Mesquite was not 
going to allow the “coso nostro” (sic) 
to move in, and Aladdin’s application 
was denied. 

Bally challenged this denial in the 
Texas courts and won on all counts, 
with a ruling that the company was 
“clean” and that the “criminal ele- 
ments” provision was void for uncon- 
stitutional vagueness. Mesquite was 
ordered to issue the arcade license 
forthwith—whereupon the city fathers 
reenacted the under-17-year-old 
restriction. 

So Bally and Aladdin’s moved into 
the federal courts. At the U.S. District 
Court level, it was again ruled that the 
“criminal elements” test was void. 
However, on sketchy police evidence 
that arcades might cause truancy, 
encourage drug and alcohol use, 
provoke fights, and lead to other 
delinquency, and on the bare claim 
that amusement-only games were 
“gambling machines,” the age restric- 


tion was upheld as a valid exercise of 
municipal police power. 

In the next round, on Aladdin’s 
appeal to the Sth U.S. Circuit Court 
of Appeals (the highest federal judicial 
level below the U.S. Supreme Court), 
the amusement game industry achieved 
a total and spectacular victory. Besides 
rebuking Mesquite for its bad faith 
dealings with Aladdin’s, the circuit 
court, in a unanimous and strongly 
worded opinion, once more knocked 
out the “criminal elements” test, and 
held that the 17-year-old ban violated 
not only the equal protection and due 
process requirements of the 14th 
Amendment, but fundamental rights 
under the First Amendment as well. 

Here, then, was a forceful ruling 
from a most important federal court, 
clothing coin-operated amusement 
games with protections they never 
before had fully enjoyed. The Sth 
Circuit opinion spoke mostly of 
“freedom of association,” but by 
implication, the games also fell within 
the scope of impregnable First Amend- 
ment rights of communication and 
self-expression as well. The court said: 

The regulation...evidences the 

city’s disapproval of such centers 

in general or of Aladdin’s owners 

in particular...[SJuch disap- 

proval may justify private action, 

such as the withholding of pat- 
ronage, but mere disapproval is 
not enough constitutionally to 
justify bringing the full weight of 
the municipality’s regulatory 
apparatus into play. 

* * * * 

Singling out coin-operated 

amusement centers from all 

other establishments is an act of 
discrimination, not policy. 
* * *K * * 

The city did not show that bar- 

ring children from these centers 

would in any way stop [people 
who might have a corrupting 
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Help Bruno CATAPULT cats and mice from his 
Master's home before the cats destroy the 
furnishings. A unique cartoon game appeal- 
ing to the younger player, yet a challenge 
to the experienced player. 


For more information contact your 
distributor or Chuck Ryan, Marketing HOW 
© 1982 PHOTAR INDUSTRIES INC. ORIGINATED BY EPOS Director, Photar Industries Inc., 650 ; R 
Hudson Avenue, Palm Bay, Florida 


32905 (305) 724-9777 


e Switching power supply 
with +5V and +12V output. 


e Constructed of *", seven 

ply, solid core, exterior 
plywood, laminated with — 
formica inside and out. All — 
other wooden surfaces 
fully painted. 


e Bright stainless steel 
control panel and trim 
with scratch resistant 
surface. 
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* Highest quality 6” x 9” 
speaker assembly for — 
more realistic sound. 


e Various pushbutton/ 
joystick configurations 


available. 


e Adaptable to 13” or 19” 
color display monitor, 
vertical or horizontal. 


e Physical Dimensions: 
depth - 30”, width - 24’, 
height - 63” and weight - 
220 Ibs. 


450 Caredean Drive, Horsham, PA 19044 « (215) 675-5800 + Telex: 902647 
Dealer Inquiries Invited. 
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Mesquite after 
the Supreme Court 


On February 23, 1982, Justice 
Stevens delivered the Supreme Court’s 
decision to remand the case of City of 
Mesquite vs. Aladdin’s Castle, Inc. to 
the 5th Circuit Court of Appeals. 


The case was sent for clarification of 
whether the Texas Constitution could 
stand independent of the 14th Amend- 
ment as grounds for its ruling that the 
Mesquite ordinance violates “guar- 
antees of equal protection of the law” 
by keeping children under 17 from 
playing the games unless accompanied 
by a parent or guardian. 


“If the Texas Constitution provides 
an independent ground for the Court 
of Appeals’ judgment,” Justice Stevens 
wrote, “our possible disagreement 
with its exposition of federal law 
would not provide a sufficient basis for 
reversing its judgment.” 

On April 30, Aladdin’s Castle filed 
the first of its two briefs on the case on 
remand. It sought to establish that 
Texas law was indeed sufficient 
grounds for the appellate court’s 
ruling. 

“Texas law provides...independent 
bases for this Court’s previous holding 
of invalidity...Texas Constitution’s 
guarantee of ‘equal rights’...provide(s) 
a more demanding standard than is 
provided by federal courts. This Court 
correctly held in its earlier decision that 
the Mesquite age restriction violated 
this state standard.” e 

Aladdin’s Castle attorneys also said 
that “the age restriction is unreason- 
able and arbitrary in that it provides 
no public benefit and imposes sub- 
stantial injury upon Aladdin’s.” That 
violated the Texas Constitution’s “due 
process” requirement, they argued. 


Constitution violated? 

They further maintained that Mes- 
quite violated the Texas Constitution 
when it enforced “prohibitive regu- 
lation” on a business that is “sanc- 
tioned by state statute” and when it 
enforced the age restriction inequit- 
ably. 

On May 17, attorneys for Mesquite 
filed a brief taking issue with each of 
Aladdin’s Castle’s contentions and 
insisted that the appellate “opinion 
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was based upon the understanding 
that the pertinent provisions of the 
Texas and Federal Constitutions were 
congruent and that this Court made no 
independent analysis of Texas law.” 
They also requested the 5th Circuit 
Court to reverse its earlier conclusion 
and find that the city’s “ordinance is 
consistent with Texas law.” 
Aladdin’s Castle’s subsequent brief, 
filed June 17, complained that the 
Mesquite brief “proceeds as if it were 
appropriate to re-examine the pro- 
priety of the Supreme Court’s remand 


and the merits of this Court’s prior — 


decision.” 

It maintained that the “sole issue on 
remand is whether this Court’s prior 
decision is independently supported 
by Texas law.” 

On July 9, the parties’ attorneys 
gathered in front of a special three- 
judge panel in the Sth Circuit Court to 
argue the issue. Former Judge Philip 
W. Tone of the Chicago-based law 
firm of Jenner & Block argued for 
Aladdin’s Castle that the Mesquite 
ordinance was in violation of due 
process and equal rights provisions of 
Texas law. Elland Archer, city attor- 
ney for Mesquite, stood by his earlier 
contention that the city’s ordinance 
was consistent with Texas statutes. 

“The panel of judges was well pre- 
pared that day,” said Aladdin’s Castle 
attorney Don Sampen. “They had 
obviously familiarized themselves 
with the briefs thoroughly and asked 
important questions of both sides.” 


Lengthy session 
The attorneys had been informed 
before the session that they would be 
limited to 20 minutes each to argue, 
Sampen said, but the actual session 
lasted more than an hour and a half. 
None of the parties involved that 
have been contacted by Play Meter— 
including several attorneys, interested 
observers,and the Sth Circuit Court— 
have been able to give any indication 
as to when the court will issue its 
decision in this, the latest round of 
what has already established itself as 
the most important case in the history 
of the coin-op amusement industry. 
M.S. 


influence] from associating with 
children. Logic indicates that 
they would merely follow the 
barred children to other places 
of congregation such as the 
schoolyard, the nearby street 
corner, the movies, the local fast 
food establishment, the parking 
lot, the concert,the park, or the 
beach...Mesquite’s goal of 
keeping minors from _ being 
exposed to undesirable people 
could not, therefore, be served 
by an absolute ban on access to 
coin-operated amusement 
centers, unless such a ban were 
accompanied by bans on access 
to every other place of congre- 
gation. Certainly such an 
approach would impermissibly 
destroy freedom. 


* * *K *K * 


Mesquite’s interest in shielding 
young people from undersirable 
influences may be achieved in 
other ways. Activities such as 
gambling with children or selling 
them drugs can be criminalized 
and vigorously prosecuted. 


* * *K K * 


Even if youthfulness is relevant 
in the case before us, parents, not 
the state, should decide whether 
their children are to enter coin- 
Operated amusement centers. 
The state may not burden par- 
ents who decide to allow their 
children to enter the centers by 
requiring these parents to accom- 
pany their children. If a parent 
would rather shop or work and 
decides to trust Aladdin’s per- 
sonnel or the child, that is the 
parent’s prerogative. 


Federal support 

This circuit court decision came 
down in November 1980, just at the 
beginning of the hostile pressures from 
municipal authorities and protesting 
citizen groups on amusement video 
games nationwide. Experienced indus- 
try lawyers read the opinion with 
unqualified rejoicing. Here at last was 
strong federal support for prior hard- 
won victories in cases like Cossack in 
California, Bloss in Hawai, Progress 
Vending in Ohio, Ferndale in Michi- 
gan, Rollins in Florida, Fitzpatrick in 
Idaho, Birmingham Vending in 
Alabama, and Beamel in New York. 
And in the following month, Decem- 
ber 1980, another important constitu- 
tional victory was won for amusement 
games, in Buffalo in the New York 
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Supreme Court, in the Wnek case. 

The Dallas lawyers handling the 
Mesquite case for Bally and Aladdin’s 
up to this point were, albeit now laurel- 
covered winners, not very cooperative 
with other industry counsel. No one 
was alerted that Mesquite intended to 
note an appeal to the United States 
Supreme Court, and no one was pre- 
pared for the High Court’s announce- 
ment that it actually agreed to review 
the case. 

Suddenly, in midsummer 1981, the 
situation was this: in short order the 
justices would be reviewing the rights 
and status of the amusement-only 
games industry in the sweeping con- 
text of fundamental federal constitu- 
tional principles—in a case where 
everything was going for the games: a 
good record, a protagonist (Aladdin’s) 
with a splendid public image, a sym- 
pathetic set of facts, favorable interest 
being generated by the new video 
home products and game adaptations, 
and very strong legal precedents. (If 
the First Amendment protects nude 
dancing, “adult” literature, live peep 
shows, draft protesters, and X-rated 
movies, it certainly ought to protect 
innocent amusements like Asteroids 
and Pac-Man.) 

Moreover, in another line of cases, 
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affirming the entitlement of video- 
game producers to copyright protec- 
tion, it had been established that the 
typical video amusement game “is a 
movie in which the viewer participates 
in the action,” thus putting the games 
squarely in the company of good 
drama, good literature, and whole- 
some recreation. In short, the industry 
seemed to be facing its attackers—in 
the Supreme Court of the United 
States—from a veritable fortress, with 
broad moats, thick walls, and superior 
weapons at every parapet. 

Now the story must unfold along 
personal lines for a few paragraphs. 
The author had had some professional 
participation in every one of the state 
cases mentioned above, and a sub- 
stantial part in winning many of them, 
as well as a key role in the industry’s 
last prior U.S. Supreme Court victory, 
the 1957 Korpan case. 


Enlisting help 

As soon as allowance of the Mes- 
quite appeal was announced by the 
justices, a campaign was launched to 
try to persuade Bally to take a direct 
interest in the case and at least to asso- 
ciate experienced appellate attorneys 
to help in the Supreme Court review. 
Simultaneously, leading amusement- 


only manufacturers were sought to be 
enlisted to enter the case by filing an 
amicus curiae brief, presenting the 
broad picture of the amusement-game 
industry, its background and history, 
its present wholesomeness and social 
worth, and its entitlement to constitu- 
tional protections, all in the strongest 
possible light. (Amicus briefs, sub- 
mitted by “friends of the court,” are 
supposed to provide the justices with 
information and background that may 
be helpful to them and that sometimes 
lie outside the narrow issues being liti- 
gated by the parties.) 

On the first count, efforts of the 
author and others succeeded: at the 
last moment Bally retained one of the 
nation’s leading law firms to brief and 
argue the case. But on the second 
count, the result was mixed. As the 
filing deadline approached, some 
game manufacturers declined to take 
part on the grounds that they thought 
barring “criminal elements” was a 
quite appropriate protection for the 
industry. Others were content to 
remain on the sidelines and rely on 
whatever Bally (not then a member of 
ADMA) might do. 

Nevertheless, with promised back- 
ing from two or three companies, a 
strong brief was drafted, presenting 
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the full history of amusement games 
and stressing their present complete 
dissociation from gambling, collecting 
evidence that the new video family 
actually has social worth as a teaching 
agent, etc. The brief struck at fatuous 
notions such as the lunch-money myth 
and alleged special truancy-delin- 
quency influences, urging that today 
there is no reason to single out this 
industry for special screening against 
“criminal elements,” and of course 
pulling out all stops on the constitu- 
tional arguments. 

To let the justices (most of whom 
grew up in a generation exposed to 
illegal slot-machines and gambling 
pinball scandals) and their law clerks 
(who often have much to do with the 
court’s attitudes in such matters) 
actually see what the case was about, it 
was proposed to offer typical games to 
be set up in some convenient place in 
the court building (as had often been 
done in successful state-court appeals). 
To make the strongest possible con- 
stitutional arguments, one of the 
nation’s most respected First Amend- 
ment scholars, who happens also to be 
a master brief-writer, was enlisted and 
standing by, willing and able to join in 
and help. 

Besides arguing for a victory in the 
Supreme Court, which seemed at least 
an odds-on likelihood, there were 
other important purposes to be served. 
By educating and persuading the 
court, the industry might well have 
come out with a priceless clean bill-of- 
health endorsement, an opinion from 
this supreme authority establishing 
once and for all that amusement— 
only games are indeed innocent and 
wholesome, entitled to broad _ con- 
stitutional protection, and undeserv- 
ing of oppressive abuse like that 
suffered at the hands of the Mesquite 
city fathers. 


Authoritative brief 

Furthermore, in August 1981, when 
it was needed more and more acutely 
nationwide, the printed brief itself 
would have been an authoritative and 
impressive document ready at hand 
for use every time local operators had 
to deal with poorly informed municipal 
councils and hostile city attorneys. 

But something went terribly wrong. 
A few days before the filing deadline, 
word came that Bally’s new lawyers 
were not going to argue the case on the 
merits. They proposed instead to try 
telling the Supreme Court it could not 
decide the appeal, and that the winning 
5th Circuit decision should not be 


allowed to stand as a federal prece- 
dent, because the Mesquite ordinance 
was probably also unconstitutional 
under Texas law, which would make 
the federal ruling “advisory” and 
moot. 

The argument was novel, clever, and 
bold. (The Supreme Court is, after all, 
the Supreme Court, and not used to 
being told what it can and cannot do.) 
But it seemed to suit a last-ditch loser, 
as his only remaining escape from 
justice, not the defense of a total lower- 
court triumph like the one Bally was 
supposed to be upholding here. 

Then word came that another man- 
ufacturer, a leader among the amuse- 
ment-only companies, was hiring its 
own constitutional expert (former 
U.S. Solicitor General, now Judge 
Robert H. Bork, almost as much a 
heavyweight as the man standing by 
with me) to make the same argument. 

Then the final blow fell. In the last 
stretch, my distinguished colleague 
and I were told that the draft amicus 
brief we had circulated was being 
rewritten for ADMA, without any 
further consultation, by, as it turned 
out, newcomers who knew little of our 
industry, did not have the record, and 
were unfamiliar with U.S. Supreme 
Court practice. They largely contented 
themselves with parroting what had 
already been said better in the Sth 
Circuit Court opinion itself. ADMA 
had arrived on the scene, and this was 
its first service to its amusement-only 
members. 


Plea refused 

All efforts to collaborate were 
turned aside, and an urgent plea to be 
allowed at least to brief the eminent 
Bally lawyer who was going to argue 
the case was refused. (When Justice 
Powell asked the crucial questions, 
“Can you gamble on these games?” 
and “Could you bet on the outcome?”, 
the answer was “...it is possible to gam- 
ble with the games, but it is not their 
purpose, and there is no evidence in the 
record that these games have been 
used for gambling, and they are not 
gambling devices under Texas law, 
which does prohibit gambling 
devices.”) 

The outcome was worse than even 
we had feared. Because the vagueness 
point had been neglected in briefing 
and argument, and more importantly, 
because no one informed the court 
that our industry is nor gangster- 
ridden today, the 5th Circuit decision 
was unanimously reversed on the con- 
stitutionality of the “connections with 
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criminal elements” test. This means 
that now—and forever, since the 
Supreme Court has settled the matter, 
overruling every court that preceded 
it—the coin-operated game industry 
can be harassed by virtually any 
oppressive character screening 
requirement and registration pro- 
cedure that hostile local authorities 
may wish to impose. 

On the more important issue, the 
validity of restrictions on play on 
amusement games by minors, the 
result was equally distressing.In these 
troublesome times, when further 
uncertainty hurts the industry almost 
as much as an adverse ruling, the court 
half bought the no-jurisdiction argu- 
ment: with two dissents, it remanded 
the case to the U.S. Court of Appeals 
to clarify whether the latter had indeed 
relied on Texas law or had applied 
principles of the U.S.Constitution. 

If the Court of Appeals now decides 
that Texas law was controlling, its 
strongly favorable opinion, the broad 
Federal constitutional protection it 
gave our games will be nullified and 
rendered void as mere dictum. If it 
affirms its dependence on federal law, 
the case must go back to the Supreme 
Court, leaving the whole matter 
undecided for at least another year and 
exposing us to a heightened risk of 
losing everything (because public 
attitudes have hardened and our 
chance to make a good first-blush 
impression is gone). 

As if to twist the knife, Justice 
Stevens wrote in the majority opinion, 
justifying the remand, “No reason for 
hasty decision of the constitutional 
question presented by this case has 
been advanced.” 


Possible half-win 

So the most that might still be 
salvaged in Mesquite would be a half- 
win, if the Sth Circuit Court affirms 
the applicability of the U.S. Constitu- 
tion and someone argues the merits 
effectively enough to win a good 
decision when the case returns to the 
Supreme Court. That could yet be a 
substantial victory. But ADMA 
declined to argue for such a result in 
the remanded 5th Circuit Court pro- 
ceedings, and Bally is still claiming 
that the federal case should be mooted 
on the Texas law point. 

Why? e 


Rufus King, a Washington lawyer, has 
long served the amusement-only coin 
machine industry and is a leading legal 
and legislative expert in this field. 


PLAY METER, April 1, 1983 


We have one thing to sav. 


oN 


a 


“We're bullish on the industrv.” 


CLEVELAND COIN 
INTERNATIONAL 


Experts with your investment in the coin machine industry 


Call us for our complete selection of new and used equipment at competitive prices. 


Send for our list of closeout specials in the “Cleveland Coin Journal” Top Ten. 


17000 South Waterloo Rd. 7029 Huntley Rd. 848 - G Nandino Blvd. 
Cleveland, Ohio 44110 Columbus, Ohio 43229 Melbourne Industrial Park 
216/692-0960 614/846-8590 Lexington, Kentucky 40511 


(606) 231-8996 
Outside Ohio toll-free 1-800-321-2778, 1-800-321-2779 
In Ohio tolJ-free 1-800-362-1296 


“We welcome overseas inquiries” 
Telex: 241554 


Operators: avoid 
paying taxes—legally 


By James L. Harfield and Gerald A. Sauve’ 


Where the shoe fits, 
operators can all become 
followers and make a 
profit in the bargain. 


Salary paid to a minor 
is taxable income. More 
important, such salary 
payments are deductible 
by the employer. 


If one spouse is non-working 
(at a paying job, that is) 
then wouldn't it be nice 
to have that spouse earn 

$2,000 and put it 
into an IRA? 


[ Ed. Note: This is the secand part of a 
three article series on how operators in 
the coin-op industry can reap tax 
savings. Part 3 will appear in the April 
15 issue. | 


Escalating rent 

There are leaders and there are fol- 
lowers. A recent tax case points to the 
taxpayer as a leader. Where the shoe 
fits, operators can all become followers 
and make a profit in the bargain. 

Many closely-held businesses own 
the real estate in which they do busi- 
ness rather than rent. It is common 
knowledge that in most cases, your 
best bet is to have one or more of the 
family members (say a family partner- 
ship) own the real estate outside of the 
family corporation. The family part- 
nership then leases the real estate to 
the family corporation at a fair rental. 
To hold up under IRS attack, the rent 
must be reasonable. 

Now the case you will probably 
want to follow. In 1969 Davis & Sons 
decided that the company needed a 
new warehouse. The _ shareholders 
obtained the land and the loans, then 
built the warehouse themselves. They 
leased the warehouse to the corpora- 
tion at a fixed rental plus an additional 
1 percent of gross sales in excess of $4 
million per year. 

When the lease was drawn, the cor- 
poration had gross sales of only $3 
million. Six years later, gross sales 
were nearly $10 million. Result: about 
$60,000 in percentage rent was paid 
and deducted by corporation. What a 
nice way to get additional money out 
of the corporation to the stockholders 
as a deductible expense instead of a 
non-deductible dividend. 


The IRS had other ideas claiming 
the percentage rent should be dis- 
allowed as excessive rent paid to a 
related party. The Tax Court struck 
down the IRS claim, holding the lease 
was reasonable when the _ parties 
entered into it. Further, the court held 
that if the corporation wanted to keep 
using the property, it had to pay its 
rent. A full deduction was allowed for 
all the rent. 


Nepotism pays 

The perfect tax plan is to avoid 
paying tax on income—legally. An old 
revenue ruling shows the way for the 
owner of a closely-held business. The 
ruling provides that salary paid to a 
minor is taxable income. More impor- 
tant, such salary payments are deduct- 
ible by the employer. 

Now, if the minor works at Dad’s 
arcade, this is perfect tax planning: the 
salary paid to the child is deductible 
from high tax rate income, while the 
child pays little or no taxes on his/her 
Salary. 

The first $3,300 earned each year by 
a child is tax free. And even if the child 
earns more, the excess is taxed at very 
low rates (starting at 11 percent in 
1983). In addition, as long as you con- 
tinue to give the child more than one- 
half support, you can take the child as 
an exemption on your tax return and 
still receive a $1,000 exemption 
benefit. 

Clients have been encouraged for 
years to pay their children a “reason- 
able salary.” Now there is a court case 
to back up the tax strategy. 

You'll love this. The taxpayers hired 
their three children—7, 11, and 12 
years old—to work in their mobile 
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plus destruction of the 
mothership bring you 
closer to the present. 
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The Age of the Helicopter 
Technology creeps in. Highly maneuverable jet range 
helicopters with deadly sidewinder homing missiles swarm 
around your ship. Shoot down the appropriate complement 
and move on. \ 


A.D.19 ea 


The Age of the Jet Plane =~ 
You have met your match. Before you is the equipment you 
sit in. It’s now a matter of skill, not mechanics. It too has 
lethal homing missiles poised to prevent you from your 
ultimate destiny. 


A.D. 2o0u1 


The Age of the UFO 
You have passed through to the future. Strange ships, with 
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home parks. The kids earned a total of 
$17,697 over three years for such jobs 
aS maintaining the swimming pool, 
landscaping, cleaning the laundry 
room, and making minor repairs. The 
IRS disallowed 90 percent of the pay- 
ments to the kids as a deduction. 
“Unreasonable,” said the IRS. “Sub- 
stantial services were rendered,” said 
the judge allowing $15,547. He allowed 
a greater deduction for the older 
children. 

OK, put your kids to work. But one 
warning: the key to making your 
deduction stick is to be able to docu- 
ment that the payments were for 
“services actually rendered” and the 
amounts were “reasonable.” 


Hire your spouse 

The Economic Recovery Tax Act of 
1981 (ERTA) came up with several 
new and innovative tax saving ideas. 
One of the best ideas was an expansion 
of the Individual Retirement Account 
(IRA) rules. 

ERTA provides that every working 
individual, every year (starting in 
1982) can contribute cash to his/her 
IRA up to the smaller of (a) $2,000 or 
(b) 100 percent of the earned income. 


For example, if an individual earns 
only $2,000 (or less), the entire amount 
can be contributed to an IRA. 

If one spouse is non-working (at a 
paying job, that is), then wouldn’t it be 
nice to have that spouse earn $2,000 
and put it into an IRA? You bet. In 
effect, it’s tax-free income. 


Almost every owner of a small busi- 
ness has suddenly discovered that his 
wife’s services to the business are 
worth at least $2,000. The purpose of 
this section is two-fold. First, to tell 
you that every working individual who 
can afford the $2,000 should contri- 
bute that amount to an IRA. Fora 
working couple that means you can 


sock away $4,000 a year. 

Yes, it’s a great idea to hire your 
wife, pay her, and have her put $2,000 
into an IRA. You get a double benefit: 
a $2,000 deduction in the business and 
your wife gets $2,000 of tax-free 
income. Even better, the earnings of 
the IRA accumulate tax free. 

But careful: IRS officials warn they 
will be watching the IRA area for 
fraud. Make sure you can document 
that your wife actually worked. The 
compensation should be reasonable. 
This means about the same amount 
you would have paid someone else to 
do the same job. 

This article is based ona tax seminar 
to be presented by the authors at the 
Amusement Operators Expo 1983 on 
March 27. e 


Gerald A. Sauve’ and James L. Har- 
field are partners in Blackman, Kallick 
& Company, Ltd., Certified Public 
Accountants with offices in Chicago 
(180 North LaSalle Street, Chicago, 
IL, 60601), Miami, and Houston. The 
firm has established a Hotline to ans- 
wer the tax and accounting questions 
of Play Meter readers. Call Jim or 
Jerry at 312/782-3424. 
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the steps. 


SCORING: 


(2) 100 points for each Cat killed. 
(3) 200 points for each Snake killed. 


appears. 
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Thrills and Excitement!!! 
‘MACHO MOUSP’ 


THE MAZE CHARACTERS: Macho Mouse (Player), Cats, Snakes 
GAME PLAY: The object of the game is to avoid and eliminate Cats and Snakes, while capturing 


The movement of Macho Mouse is controlled by Player’s control level. 
With Player’s push-button control, Macho Mouse can set up to 5 explosive balloons, one at 


Player’s push-button controls explosions to eliminate Cats and Snakes. 
Macho Mouse can pause at flags, or in the midpoint of a longer block (path). 
Macho Mouse and Snakes can go down the steps, but the moving speed becomes slower at 


(1) 50 points for each block claimed by Mouse. 


BONUS GAME: A simulated slot machine displays Cat, Snake, Mouse and Flag in 3 windows of a 
house. To stop the reel, Player pushes balloon control button. Player has 3 chances to get 
characters lined up in one of the combinations listed as bonus points under the house on the 
screen. Three mice awards free game. With or without bonus points, level-2 of the maze game 
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“A TERRIFIC RIDE” VARIOUS SOUNDS 


HYDRAULIC RED BARON 
(IT ROTATES) WORLD WAR | TRIPLANE SANTA FE TRAIN LOTUS RACE CAR 
“REAL LIFE ACTION” WHISTLE AND STEAM SOUNDS “ALWAYS A FAVORITE” 


MOTORCYCLE HYDRAULIC GOLDRAKE (IT ROTATES) BATTERY CARS 
SPINNING WHEELS AND REVING ENGINE FLASHING LIGHTS AND SOUNDS 


Plus: race cars, trains, motorcycles, animals, 
planes, carousels, boats, etc. 


“WE HAVE THE BEST PRICE...CALL US COLLECT, 
ASK FOR BOB OR MEL” 


ees 
AO AY BY DM 
RN DES. 
U.S.A. 


COIN OPERATED KIDDIE RIDES MEAN CASH IN YOUR POCKET 


604 MAIN ST., DAVENPORT, IA 52803 


(319) 326-6467 


Joel Kabe, Tom McCarthy 

Joel Kabe—PDA Inc. Atlanta 
branch manager, and Tom McCarthy, 
PDA Inc. vice president, Atlanta, 
Georgia—Sessions 308 and 405: 
“When Considering the Use of a Com- 
puter. What Do You Do Next?’— 
Saturday, March 26, 9 a.m. and 3:30 
p.m. 

If you never attended a Japanese 
language class, it sure would be tough 
trying to understand a Japanese con- 
versation. And that’s exactly what 
happens when a novice tries to buy 
computer hardware or software—he 
doesn’t understand the language, and 
he either buys the wrong package or 
buys the right package and doesn’t 
know how to use it. 

Joel Kabe, Atlanta branch manager 
of PDA Inc., is going to explain in lay- 
man’s terms how the basic com- 
ponents of a computer work in his 
AOE seminar titled “When Consi- 
dering the Use of a Computer, What 
Do You Do Next?” Tom McCarthy, 
vice president of PDA, will also par- 
ticipate in the discussion. 

PDA is a custom software develop- 
ment company that specializes in 
assisting people who are first-time 
computer buyers. Kabe hopes to help 
the novicé with his 15 years of com- 
puter experience with IBM as a finan- 
cial analyst, system engineer, and a 
member of the general system division 


ADE '83 
Speaker Profiles 


staff. 

“The non-data processing person 
doesn’t know all the buzz words. He 
needs someone to interpret for him,” 
Kabe says. “Computers aren’t tough if 
you have gone through an education 
program.” 

Kabe’s seminar is set up to be an 
educational meeting. “We assume that 
no One in the audience has any data 
processing knowledge at all,” he 
explains. Kabe will discuss some of the 
typical uses of a computer for an 
amusement operator, how to select the 
right hardware and software, and who 
should buy a computer. “Some people 
wait (to buy a computer) until they 
should have had one last year,” he says. 

Numerous Letters to the Editor in 
Play Meter indicate that it’s tough for 
operators to find the right software for 
their computer system. Kabe says 
word-of-mouth is the best and some- 
times the only way an operator can get 
the right information. If you haven’t 
found the right system or are contem- 
plating buying one, perhaps sessions 
308 and 405 will speak your language. 

EB. 


Jerry Marcus 

Jerry Marcus—A tari executive vice 
president of sales, Milpitas, Califor- 
nia— Session 306: “New Equipment 


\ey- 


P?OriLe 


Purchasing in Today’s Market’— 
Saturday, March 26, 9 a.m. 

Buying equipment is a mystery that 
many would like to solve. What do you 
look for? What makes one game so 
successful and another one a flop? 

Jerry Marcus, a familiar figure in 
the coin-op amusement industry, will 
lend his expertise in exploring the 
answers to these questions. 

Marcus received his bachelor of sci- 
ence and masters of business adminis- 
tration degrees from New York Uni- 
versity. Then he embarked on a career 
in the coin-op amusement industry 
which has lasted 26 years. 

Marcus has held the position of 
executive vice president at Rowe Inter- 
national and Seeburg (then known as 
Seeburg Products), president of 
Empire (Bally Midwest), and most 
recently was named to the newly 
created position of executive vice 
president of sales for Atari. 

Marcus will apply his many years of 
experience in the distributor and man- 
ufacturing ends of the industry to help 
the operator face the staid realities of 
what buying equipment is all about 
today. 

He will speak about the selectivity 
and reliability of new equipment, the 
quality of the manufacturers and 
distributors, reasons to steer clear of 
location buying, and blue-suede oper- 
ators. 


Buying equipment is a mystery many would like to solve. What do you look for? 
What makes one game so successful and another one a flop? 
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“T will be discussing the convert-a- 
game concept because it is suddenly a 
fact of life in this industry,” Marcus 
added. 

V.C. 


Charles Ross 

Charles Ross—partner, Innovative 
Management Consultants, Austin, 
Texas—Sessions 107 and 504: Arcade 
& Street Location Profit Analysis— 
Friday, March 25, 9 a.m. and Sunday, 
March 27, 9 a.m.; Sessions 205 and 
603: Return on Investment Analysis 
for Amusement Operators— Friday, 
March 25, 3:30 p.m. and Sunday, 
March 27, 3:30 p.m.; Session 301: 
Depreciation and Its Impact on the 
Amusement Operator—Saturday, 
March 26, 9 a.m.; and Session 407: 
How Much Does Your Banker Really 
Need to Know?—Saturday, March 26, 
3:30 p.m. 

Ross’ Innovative Management 
Consultants has developed low cost, 
efficient software programs for opera- 
tors to keep control over their growing 
businesses. He knows the importance 
of record keeping because he main- 


tains a street and arcade operation of 
his own in Texas. 

Ross is also one of the industry’s 
most prolific communicators. He has 
been a contributing editor for Play 
Meter since 1979 and has conducted 


a aE 


seminars for the AOE and AMOA 
shows and several state associations, 
including recent appearances at state 


shows in Texas, and 
Oregon. 
Ross’ best performance, he con- 


tends, is at his profit analysis seminar. 


Tennessee, 


“Every operator should attend,” he 
says. “We make him study his equip- 
ment and locations in terms of net 
profit to his operation.” 

Often operators make the mistake 
of evaluating only revenues, but, Ross 
contends, they should become accus- 
tomed to considering all expenses— 
administrative, overhead, deprecia- 
tion, etc.—before drawing any conclu- 
sions as to how good or bad their busi- 
nesses are: “What it takes to break 
even when you take all the information 
into consideration,” Ross says. 

Ross has been giving this particular 
seminar for three years and each time 
he makes extensive revisions. The 
result: a finely honed presentation of 
pertinent information for allstreet and 
arcade operators. 

Of particular interest to small oper- 
ators who are confronting making a 
business loan for the first time will be 
Ross’ “How Much Does Your Banker 
Really Need to Know?” session. It will 
examine methods to acquire bank 
loans, how to explain the amusement 
business to your banker, and—maybe 
most importantly—what not to tell 
your banker. 

M.S. 


Eastern Micro Electronics, Inc. 
12D World’s Fair Drive 
Somerset, New Jersey 08873 
PHONE: 201/469-9690 
TELEX: 642284 


He’s here!...Move over #1 x 


‘Mr. Do’ Kits Available 


Distributors Welcome 
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AT ROYAL DISTRIBUTING 
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WASHINGTON, D.C. 
a eet his | & 


LOWEST CASH PRICES IN THE INDUSTRY 


Call: 

Jack Schleicher, General Manager 
Claudia Wilson, Sales Manager 
Fran Lutterbie, Sales 
Joe Westerhaus, President 


DISTRIBUTING CORP. 


1210 Glendale-Milford Rd. Cincinnati, Ohio 45215 
513/771-4250 
CALL TOLL-FREE 


(USA) 800/543-4250 
(Ohio) 800/582-2699 


In search of...reasons behind the 
video game boom 


Roger C. Sharpe 


e, seemingly, are a society 
compelled and _ obsessed 
with discovering and know- 


ing everything about everything. This 
intense curiosity has supported such 
publications as People magazine and 
the National Enquirer as many hope to 
quench their thirst for tidbits and 
insights into today’s celebrities. 

Best sellers are always filled with 
any number of titles being autobio- 
graphical or biographical in nature, as 
books become a conduit to unveil still 
more secrets and expose whatever 
myths might remain. And lest anyone 
think that it’s only people, people are 
interested in—there is more than 
enough recent evidence to support yet 
another entity to the list—video games. 

Not only are we fascinated by the 
machines themselves and the enter- 
tainment they bring, but increasingly, 
there has begun a deeper digging into 
the reason why the games have become 
such a phenomenon. Almost every 
form of information medium, whether 
it be print or broadcast, has invested 
some time, effort, and energy in an 
attempt to document some aspect of 
the video game explosion. 

Unfortunately,not all the accounts 
have been favorable or even in-depth 
enough to do the subject justice, but 
this seems to be changing, at least 
slightly. With the acceptance of game 
systems into the home and the fact that 
the games do have a unique niche in 
the scheme of things, and undoubtedly 
always will, people desire some 
escapism and amusement. 

And, as the shift in focus continues 
to take shape, it might prove enlight- 
ening to get an example of this new 
direction found in a recent issue of 
Natural History Magazine that 


presented an interesting dissertation 
on the many facets of video games. 
Written by an anthropologist, David 
Surrey,and titled “It’s, Like, Good 
Training for Life,” the story raises 
some points many of us might take for 
granted or have never thought about... 
right from the start of the piece. 

A quote by Michael Boyd, a univer- 
sity professor, sets the tone in terms of 
perspective and probably a recogni- 
tion of the generation gap that does 
exist regarding the games and who 
plays them: 

“The thing I really miss about 

the old pinball games is all the 

fun of bouncing the machine 
without tilting it. Whereas in 
pinball you could get out your 
aggressions, here on these video 
games you can't. | also liked the 
sound of metal rather than these 
fake noises. With pinball you 
could get to know a machine—if 

it was off, you could use it to 

your advantage. Now if it is off, 

it doesn’t work.” 


Myths and misconceptions 

Following this lead, the article 
begins its journey into the world of 
coin-op games and players, directing 
its attention to exploring many of the 
myths and misconceptions associated 
with the subject and some of the stages 
it has gone through during the past few 
years. The exerpts selected here will 
hopefully highlight the sum and sub- 
stance of the story, and provide 
insights into just what was discovered 
by this anthropologist. 

‘Ten years ago, old-fashioned 
pinball machines dominated the 
typical arcade. There would also 
be a row of Skee-Ball games, a 


couple of baseball games, and a 
number of rifle games. The 
crowds were sparse, and the 
sound was that of bouncing 
metal pinballs. In 1972 came 
Pong, an evolutionary link, not 
destined for survival, which 
created a revolution... Pong, with 
its television screen and moder- 
ate success, marked the video 
equivalent of our ancestors 
coming out of the trees and 
standing upright. 

“The introduction of micro- 
chips spelled the end for Pong, 
pinball, the rifle games, and 
Skee-Ball... The 1979 debut of 
Space Invaders, the video equi- 
valent to our Cro-Magnon, per- 
manently altered the floors of 
the arcades. Long lines of new 
customers formed, with T-shirted 
teen-agers waiting alongside 
adults in business suits...Within 
two years, Space Invaders itself 
had become obsolete, losing out 
to such direct descendants as 
Deluxe Space Invaders, Galax- 
ian, Defender, and to new con- 
cepts— Donkey Kong and Pac- 
Man. Space Invaders brought in 
new customers, forced out old 
machines, and disappeared.” 

How on target this observation 
really is when one realizes that the 
turning point for the industry was this 
first taste of worldwide recognition 
spawned by Space Invaders. And yet 
the moment was really fleeting when 
one remembers back to the press and 
how it came at a time when the game 
already had enjoyed its greatest 
moments. But such is the case with dis- 
coveries and overnight sensations. 
However, the public consciousness 


Almost every form of information medium has invested time and energy 
in an attempt to document some aspect of the video game explosion. 
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I knew it was used, 
but 200 small pieces is ridiculous! 


i) 

J Perhaps I neglected to 
mention some assembly | 
required. 


My game has been in 
7 is for repmr over 45 days! 
isthe 
d in We pride ourselves 
A* on bemg very thorough. 
What ts your name sir? 


Tired of hearing 
The Same Old Song? 


Tou Free) 1-800-428-1771 (Outside Indiana) 


today. 1-800-382-4050 (indiana) 


If it has anything to do with coin-operated 
video games, we do it & we do it best. 


Modern Vending Sales, Inc. 
7940 Pendleton Pike 

sa gene Indiana 46226 
(317) 542-9207 


had been unalterably changed regard- 
ing coin-op amusement and video 
games in particular. Surrey continues: 
“Today no one genre of video 
machine dominates. While alien 
spaceships still pose the most serious 
threats to humanity, an assortment of 
gremlins, gorillas, donkeys,and car- 
toon characters can be engaged. And 
these have been joined by a new- 
fangled pinball machine that lacks the 
metallic sounds and the tilt.” 
Despite Surrey being a bit off about 
‘donkeys’ (I suppose he meant Donkey 
Kong.) and the lack of a tilt on pinball 
(obviously not too aggressive a player), 


he did chart some interesting player 
habits in his research. 


Arcade pattern 

“Every arcade I observed—urban, 
suburban, or rural—attracted varied 
types of customers. Distinct patterns 
emerge from the seeming variety, 
however. The following 24-hour week- 
day sequence was derived from obser- 
vations in several arcades in New York 
City and Philadelphia.” 

Here is a brief summary of his 
findings: 

“Midnight to dawn: The crowd is 
virtually all male. 
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That’s Entertainment! 

The Ragtime Piano means music and 
style that will never go out of date. It 
eliminates the trouble and expense of 
replacing worn piano rolls or changing 
records on a juke box. The Ragtime Piano's 
fine traditional styling fits any decor, and 
with the push of a hidden button, it'll even 
play Happy Birthday! Plexiglass panels 
allow customers to watch the mechanism 
and keys in action, and that’s adding 
solid entertainment value. 

Easy to Place 

The Ragtime Piano is a welcome 
replacement for a juke box in many clubs, 
restaurants and lounges, and will open 
doors that reject juke boxes. It can even 
perform as an ordinary piano; in fact, if a 
club already has a piano, you can install our 
Marantz mechanism and convert it easily 
into a profitable, coin-operated piano. 
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We're Playing Your Song. 


From the electronic wizards at Marantz comes the Marantz Ragtime Piano, an 
exciting, profitable addition to coin-operated entertainment. It’s a self-playing piano 
with a patented computer mechanism that uses cassette tapes to control the piano keys 
and pedals, producing a vivid, ‘‘live’’ performance. Gone are the limited selections, 
brief playing time and mechanical problems of old-time piano roll players. 


And it eliminates the problems of keeping 
up with top ten hits. 


Easy to Service 
Modular electronics make the Ragtime 
Piano easy to maintain and unlike other 
automatic pianos, tuning and service is 
a snap. And with Marantz, technical 
expertise is never further than 
your phone. 


High Return 


The Ragtime Piano promises maximum 
return on your investment at a substantially 
lower price than you'd pay for an old- 
fashioned player piano. If you recognize the 
music of profits, give us a call toll free at 
1-800-438-7023. Distributorships available. 
As always, Marantz is playing your song: 
the Jingle of Silver. 


Marantz Piano Co./Box 460/Morganton, NC 28655/704-437-7135 


‘7 to 9 a.m.: Here come the Suits— 
white-collar males in their late 20s and 
early 30s in for a quickie before work. 

“9 to noon: Much more informally 
dressed men, usually in their teens and 
20s. 

“Noon to 2 p.m.: Here come the 
Suits again; this time, often in pairs... 
If the arcade is near a high school, it is 
invaded by groups of students,mostly 
male but including some females. 

“2 to 5 p.m.: School kids—high 
school on down—predominantly 
male, mostly in packs...For the first 
time, significant numbers of females 
appear, but they are often relegated to 


. the cheerleader role. 


“5 to 7 p.m.: Suits and, increasingly, 
non-Suits return and merge with the 
above. 

“7 to 8 p.m.: No change occurs, 
unless the arcade is near a theater or 
cinema, in which case families or 
couples may drift in. 

“8 p.m. to midnight: Male teenagers 
dominate the arcade, usually in 
groups. 

“The population of males in the 
suburban arcades tends to be younger 
and “whiter” than in the city. The pro- 
portion of young children 1s especially 
high at the shopping mall arcades, as 
mothers either rest nearby or let the 
machines do the babysitting for them.” 


Notes about players 

Surrey’s informal survey is pretty 
accurate when considering the 
majority of locations, no matter where 
they might be situated, although the 
phenomenon of business suits does fit 
more into the urban areas than any- 
where else. Where Surrey goes deeper 
into the setting of the games, and by 
that I mean the ambiance, is when he 
reports on the players and the overall 
mood of the general arcade. 

“Verbal communication is taboo. 
Talking with people other than your 
friends identifies you as a neophyte, 
chump, or reporter. Arcades are not 
easy places to meet people. The noise, 
the concentration required by the 
game, and the fact that only two ata 
time can play a given machine make 
socializing almost impossible.” 

As for the nature of the games them- 
selves, it is eye-opening to see how 
outsiders view the themes and what the 
appeals might be to certain players. 
Commenting on the greater percentage 
of male players, the reasoning goes 
something like this: 

“The games offer modern versions 
of the old broomstick cowboy activ- 
ities that boys, not girls, have been 
encouraged to play. As social psychol- 
ogist Michelle Fine notes, ‘Girls 
haven’t been encouraged to express 
aggression—certainly not to be com- 
fortable with war or combat games. At 
least not in public.’ Some males clearly 


| see the connection with aggressive feel- 
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You are a voyager on the Starship Enterprise. And in your 
hands rest the awesome powers of the Federation fleet's mighty 
flagship. Warp Drive, Impulse Power, Phasers, and Photon 
Torpedoes stand ready to drive off the Klingons. 

The Star Trek “Strategic Operations Simulator’ vividly 
recreates actual battle conditions encountered by Federation 
Starships on patrol. It's the same incredibly advanced fight simu- 
lator used to train Federation command officers. And it’s built 
by Sega, the masterminds behind Frogger," Zaxxon" and Turbo’ 

Your mission is to open a new frontier in the arcade expe- 
rience. To launch an all-out offensive for America’s arcade gam 
players. To bring them aboard and show them to their quarters. 

How can you fail? Youre riding the excitement and tradi- 


TM Indicates Trademark of Paramount Pictures Corporation 


tion of the long-lived Star Trek phenomenon. One of the most 
successful television and film series ever. The built-in recognition 
of the Star Trek name is a formidable weapon in itself. But 
theres more. 

Sega launched a major campaign to introduce the StarTrek 
Arcade Game to consumers in key markets across the country. 
Complete with giveaways, radio promotions and news- aa 
paper ads. In addition, 20 million moviegoers ef Jie 
will experience the excitement of the Star Trek 
game through special commercials in 4,000 
theatres throughout the country. They’e waiting. 

So bring on the Klingons. And bring on 


the Irekkies. Live long and prosper 6@@A\ 


Cockpit: 55" high, 34' wide, 63" long. 450 Ibs. 


Upright: 73%" high, 32" deep, 25%" wide. 352 Ibs. 


SEGA 


THE ARCADE EXPERTS 


For more information, call your authorized Sega distributor today. 


SEGA ELECTRONICS, INC. SEGA EUROPE, LTD. 


16250 Technology Drive 15 Old Bond Street 
San Diego, CA 92127 Mayfair, London 
(619) 485-0910 England W1X 3DB 
TWX 910-335-1621 TSX 851-25512 


©1983 SEGA Enterprises, Inc. All rights reserved. 


SEGA ENTERPRISES, INC. 
2029 Century Park East 

Los Angeles, CA 90067 

(213) 557-1700 

TWX 688433 


SEGA ENTERPRISES, LTD. 
#2-12 Haneda, 1-Chome 
Ohta-ku, Tokyo 

Japan 

TLX 781-22357 


ings. ‘It’s, like, good training for life,’ 
says Gary Michael, age 40. ‘You gotta 
learn how to dodge and learn when to 
shoot.’ 

“The introduction of non-military 
games, such as Pac-Man and Ms. Pac- 
Man, have drawn significantly more 
females to the arcades. Yet the Pac 
‘persons’ are as popular with males as 
they are females...Beyond socializa- 
tion, what attracts a particular person 
to a particular game seems to be a 
combination of challenge and individ- 
ual inclination. Once the challenge has 
worn off, as was clearly the case with 
the limited maneuvers and colors of 
Space Invaders, the dreaded label of 
‘boring’ dooms the machine. 

“Socialization to a new machine 
involves a patient process of imitation, 
rather than verbal or written instruc- 
tions. A crowd gathers at the oppor- 
tunity to watch an ace dominate a 
machine, and individuals try to deci- 
pher the strategy. Successful players 
freely admit that they became skilled 
by watching others.” 


Video qualities 

As for the values or socially 
redeeming qualities of video games, if 
any, the article also attempts to put 
these in perspective with some pro- 
fessional observations that might be 
useful to the industry or at least be a 
Starting point for future studies. 

“For a quarter, one gains access to 
state of the art technology. Brian 
Sutton-Smith, professor of human 
learning and development at the Uni- 
versity of Pennsylvania and an inter- 
national expert on children’s games, 
States that ‘with the current explosion 
of video games, it is the first time that 
kids across social classes are given 
access to and experience with execu- 
tive organization; they are perceptibly 


460 Wildwood St. 
Woburn, MA. 01801 
Tel: (617) 933-5819 Telex: 95-1294 


-Firr inc. 


50, Chin 5th Rd., N.E.P.Z. 
Kaohsjung (813), Taiwan, R.O.C. 


Tel: (07) 361-5191--6, 361-2789 
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and strategically in charge of a sophis- 
ticated control system.’ 

“Carol Gordon, a New York psy- 
chologist, feels that the games ‘give 
teen-agers a sense of confidence, and 
equip them with computer-related 
skills for the future.’ She states that 
teenagers ‘raised passively and frus- 
trated by television now have the 
chance to interact with and control the 
media.’...Brian Sutton-Smith, too, 
remarking on the ‘immediate feed- 
back, opportunity to self-correct,’ 
supports the games as great ‘educa- 
tional vehicles.’ ” 

But there’s also more about the 
games that comes to light in terms of 
goals and the challenges posed. 

“The ultimate object of virtually all 
video games is survival...Does this 
Suggest we are creating a generation of 
computer-directed killers? Historian 
Jack Colhoun feels that indeed ‘these 
games are a product of our times, as 
well as our future times. The arms race 
has been taken to its next step—outer 
space. The fantasy is not too far from 
reality.”...But militarism only partly 
explains the appeal of video games. 
The critical factor for most, even the 
Space war enthusiasts, seems to be not 
the destruction of aliens, but the chal- 
lenge of first mastering and then con- 
quering technolgoy. 

“Video games also can be compared 
to sports...the games requrie strategy 
and physical hand-eye coordination, 
and many players actually work up a 
sweat. And there is competition—the 
thrill of victory and the agony of 
defeat... Many argue that since survival 
is the point of almost all video games, 
and eventually even the very best 
players do lose, there can be no win- 
ners at these games...but winning 
comes by a variety of routes. Success 
involves mastering the machine, 


Bro sain. | Jiwagz= OriginalGame Designer & Manufacturer 


See us at AOE, booth - 543, 545, 642 and 644 


Complete game w/ interchangeable cabinet 


and Conversion Kits 


improving your personal best, beating 
your friend, or topping the high onthe 
machine. As Sutton-Smith points out, 
‘anyone can find a mesure of success 
and can experience success on these 
games.’ 


Bring success 

“For better or worse, our society is a 
competitive one—we are game 
oriented, and we need feelings of 
success. The video games touch these 
central aspects of our culture, and do 
so with the sounds, lights, and tech- 
nology of the next century—the new 
technology that has attracted the 
young and the not-so-young to video 
versions of old games. As anthropolo- 
gist Richard Morris states, the 
machines ‘combine everything modern 
with everything ancient. The stories 
and themes are as old as humanity. 
The themes are of adventure and con- 
quest. Timeless themes which are 
channeled by state of the art tech- 
nology.’” 

And so it goes that we get a glimmer 
of scientific and sociological reasoning 
regarding games’ play and popularity. 
Obviously, final judgments are 
impossible to offer, but there does 
seem to be a measure of thoughtful 
approaches to understanding them 
better as time goes by, as witnessed by 
this article and others. 

Whether the majority of the popu- 
lation will ever totally agree on bene- 
fits or even ills attributed to the games 
remains to be seen, but one thing for 
certain is that they are here to stay and 
to flourish as long as people have the 
need to test their skills against 
machines. In fact, this has been the 
single constant throughout the years 
and the continuing evolution of equip- 
ment and coin-op entertainment 
forms. e 


Components 


Color monitors, 
Power supplies, 
Transformers & 
Cabinets 
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COIN OF 
VANTAGE 


By 
Paul 
Thiele 


goes East 


s you may recall, I was truant 
A for several issues last summer. 
I offer this to you as my make- 
up assignment, late though it might be, 


and hope the topic of my report willin 
part explain my absence. 


SUBJECT: How I Spent 
My Summer Vacation 

The amusement scene here in Cali- 
fornia was getting boring, what with 
convenience stores, mall arcades, and 
hamburger stands containing mostly 
the same models of coin-operated 
games from place to place. 

So I decided it was time for a change, 
and last summer I explored some of 
the game habitats in the East—from 
the arcades at the New Jersey Shore to 
the Playland game center at Times 
Square, New York. 

There’s nothing more addicting to 
an amusement nut than a boardwalk 
filled with arcades, games of chance, 
rides, and myriad munchies. 

As a native of San Francisco, the 
only place in town I could find this 
kind of nirvana was Playland-at-the- 
Beach during the early 1960s. The park 
was demolished in 1972, and the years 
in-between are probably best left 
unmentioned. 

My visits to Atlantic City, Seaside 
Heights,and Pt. Pleasant boardwalks 
were a fitting 10th anniversary tribute 
to the memory of poor Playland, 
which had the dubious distinction of 
being located on San Francisco’s 
Ocean Beach, which might be described 
appropriately as Hell’s Icebox. 

If there were ever any sun on the 
city’s beaches, the park may yet be 
thriving today, but apparently even 


An amusement nut 


San Franciscans have a threshold of 
masochism. 


California’s park 

Fortunately, Northern California 
still has a bustling boardwalk in Santa 
Cruz—steeped with tradition, yet con- 
stantly under renovation. As Califor- 
nia’s only comprehensive beachside 
amusement park, Santa Cruz Beach & 
Boardwalk goes all out to do its job 
right. 

How do the Jersey Shore board- 
walks measure up? Very well, espe- 
cially if you enjoy the ambience of 
themeless amusement parks over 
which the persistent threat of condo- 
miniums might loom if located on the 
opposite coast. 

These are places where the pizza-to- 
Pac-Man ratio must be I:l. The 
amount of pizza sold per square foot 
makes the term “abbondanza” seem 
diminutive. 

When I noticed that one of the food 
stands at Seaside Heights appeared to 
be touching off a pizza war by offering 
a free soft drink with each 85-cent 
slice, I knew this was my kind of place. 


And the arcades! Can there really be 
enough people on the East Coast to 
patronize the tons and tons of video 
games in these oft-extensive edifices 
that also contain pinballs, foosballs, 
Skee-balls, and some of the oldest and 
newest games in operation anywhere? 


However, it wasn’t much of a sur- 
prise to see the non-video games stand- 
ing idle in most of the arcades. While 
reflecting on this arcade still-life, the 
thought struck: It looks as though we 
have reached a period in whicha game 


without a TV monitor is unworthy of 
the public’s time and money, and this 
specific trend appears consistent 
nationwide. 


TV screen vs. flipper 

Have American game players 
passived-out en masse? Have we 
become unwilling to strike a steel ball 
underneath a pane of glass? Would 
most people actually prefer playing 
pinball on a TV screen instead ofa real 
flipper machine? 

Games such as pinball and foosball 
seem to be viable alternatives to a 
steady diet of video, yet nobody seems 
to care about them anymore. To me, 
playing nothing but video games is the 
same as having three meals a day at 
McDonald’s. 

But look, I like to play video games 
just as normal people do. If I wasn’t in 
the business and I had to pay to play 
coin-op games, most of my quarters 
probably would go into video games 
instead of pinball, foosball, or pool 
tables. But I wouldn’t apply psycho- 
logical blinders every time I passed a 
game that wasn’t video. 


It’s not as if pinball hasn’t evolved 
since Baffle Ball, or that table soccer 
hasn’t improved since the days of the 
glass-enclosed machines with steel 
balls and sunken playfield surfaces at 
the player’s foot. These: are modern 
games we’re talking about. 


Perhaps a part of the pinball-playing 
problem in the East is a result of most 
locations being unwilling to give five 
balls for a quarter. 

For all the years that pinball domi- 
nated the coin amusement industry, 
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POOF! 


That monster that took up valuable space can now 
TURN-A-PROFIT © with new earning life. . . breathed 
into it by the zap of a TAP © kit. ..the TAGO — touch of life! 


Ah, things were never so good at the Castle; imagine. ..at 4 to % the 
Cost of a new game, the return on investment is great. ..the return of 
investment Is certain! 
Not to tarry, Igor. ..call your distributor tor your kits at once... his specialty 
this week is any old rastar vertical monitor game. CALIPSO “is a one or dual player 
game with exciting action, mystery and adventure. — 
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1909 S. Great Southwest Parkway 
Grand Prairie, Texas 75051 
(214) 641-5822 (800) 527-3639 


Distributing Co. 
For 31 years The Dependable Supplier to the Coin Machine Industry, 
with Quality Parts and Supplies at the Lowest Possible Prices. For. . . 


e VIDEO ...e INTEGRATED CIRCUITS ... e PHONOGRAPH 
@ AMUSEMENT GAMES ... e SOCCER & POOL TABLES 
e ELECTRONIC SUPPLIES . ..e VENDING MACHINES 


“We Guarantee Satisfactory Service” 
PARTS CATALOG AVAILABLE UPON REQUEST. 


PARTS DIVISION ...1040 Boulevard S.E. 
Atlanta, Georgia 30312 


Phone 404-622-4401 


Toll Free Phone... 1-800-241-1346 (except in Georgia) 


SRT 


te BACKED BY EXPERIENCE AND SERVICE 


y ~ 


Dependability and quality is part of every game we 
sell. We Know that you can’t make money when a 

game is out of order waiting for parts or sist Fay 
service. With our games parts and All, 
service are as close as your phone. a 


Every Whac-A-Mole and Hot Spot we have built is 
still in operation. Our popular games keep working so you 
keep the traffic coming and profits growing. 
We have been building games since 1970. You can depend on us to 
give you real value for your investment. 


Bob's Space Racers, Inc. 
427 15th Street, Holly Hill, Florida 32017 
Telephone: 904-677-0761 


the East was known as three-ball 
country while most operators in the 
West stubbornly stuck to five balls a 
game. 


Two more 

Now that the attention is off pinball, 
it would seem to make sense for the 
East to relent at long last and give the 
players what they’d prefer: two more 
balls. 

How can today’s pinball operator 
expect to cultivate interest in flippers 
by giving only three balls? With 
today’s pins being so much faster, and 
some of them so much more compli- 
cated than the electromechanical 
games of the 1970s, three balls can 
drain in the time taken by the pregame 
setup scene on Donkey Kong. 

“The Kids,” to whom most opera- 
tors cater, don’t spend their precious 
allowance on learning to play the new 
pins. They are first attracted to videos 
because the games are the most tech- 
nically and aesthetically alluring 
games on the scene. 

Although video players get oniy 
three chances (or player lives) on most 
games, the experience ultimately is 
more enthralling for them than three- 
ball pinball. 

On a video game, the challenges 
encountered by the players are pro- 
grammed in its computer. When 
players become more skillful at the 
game, they usually play for a longer 
time. 

Because video games are program- 
med, they don’t have the elements of 
random, such as odd bounces and 
varying playfield conditions, which so 
greatly affect a game of pinball. 


Neglected pins 

Keep in mind that many pins on 
location are not equipped with the 
freshest rubber rings and often are 
found with some kind of mechanical 
problem. This makes the game less 
desirable for repeat play, which is the 
backbone of profitability. Of couse, 
any video can continue making money 
with drawbacks such as a dirty glass or 
Stray lines in the monitor. 

For these reasons, giving the pin 
player only three chances simply isn’t 
fair, even if the game awards replays or 
extra balls. 

The Playland arcade at Times 
Square was intelligent enough to 
realize this, at least with some of its 
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inside space. 


AlR-serv coin-op tire inflators don’t compete for valuable 


i ates 


AiR-serv dealers pay no royalties and no franchise 
fees. And, the equipment can pay for itself in four to 
six months. 


The facts are perfectly clear. 


If you think that there is no such thing as a PERFECT 
VENDING MACHINE, take a look at these facts on AIR-serv 
coin-operated tire inflators: 


FACT #1: 


There is a constant demand for air service. Of 


180,000 gas stations—120,000 are already self- 
service, most without air compressors. 


FACT #2: 


You have an enormous, ready-made market. 
Over 50% of 50,000 U.S. convenience stores sell 


gas. AlR-serv has been approved as a supplier 
for 27 of the top 36 convenience store chains. 


FACT #3: 


As the perfect vending machine, AlR-serv 


equipment— 


never loses its popularity. . . it's not a fad 
doesn't have to be re-stocked 

never gets stale 

draws electricity only when used _ 

is so durable that it’s practically maintenance- 
free 

is so rugged it defies heaviest use and 
vandalism 


AIR-vend, Inc., ¢ 9817 Valley View Road 


Eden Prairie, MN 55344 


The facts speak for themselves. The perfect 
vending machine is AlR-serv. We have dealers 
who could make $100,000 or more this year: 


Cash in on one of the most outstanding 
opportunities in today’s vending market. Call 
or write today to get the facts on dealerships 
in your area. 


Call Mr. Peterson 


TOLL FREE 800-328-7952 


In MN: (612) 944-3604 Person to Person COLLECT 


pee Clip and mail this coupon today! == “| 
| Get the facts in our full-color brochure. 


| Name I 
| Company | 
| Address 
{ City State Zip ; 

| 
Area Code Number 


Best time to seal 


NN NN ee eee | 


two- to three-year-old pins, and while 
there I observed better-than-average 
play on each one that had a sign on the 
backglass reading, Five-Ball Pinball, 
22¢. 

To the credit of several boardwalk 
arcades, they have set aside areas for 
older pinballs they want to sell. The 
asking prices on these games, elec- 
tronic and mechanical, are very 
reasonable and should be, considering 
that they probably earn very little. The 
games appear to be in good shape. 

One arcade at Seaside Heights had 
the acumen to put four of its for-sale 
pins on the boardwalk, just outside the 
building, and plug them in for pas- 
sersby to play and observe. Home sales 
might be the only way the arcades will 
ever make worthwhile money from 
their older equipment. It’s surprising 
that more of them don’t try the same 
strategy, which is becoming common- 
place in the West, where home-pinball 
stores also seem to be more present. 

While biting into a slice of pepperoni 
pizza, another thought arrived: | 
wonder if Easterners who buy pinballs 
for their homes request that the games 
be set to five balls from three before 
they buy? 


All want five 

In five years of doing pinball house 
calls in Southern California, I have 
never seen any game set on three balls 
or known any customers who wanted 
their game switched to three balls. 

That should tell you something. 

Fundamentally, pinball has some 
fences to mend with its old following 
and needs to providea fresh kick to the 
current video-only players. Don’t 
forget that in the late 1970s, when the 
public was becoming absorbed in 
videos, the pinball industry influenced 
many operators to charge 50 cents a 
play (or three plays for a dollar coin) 
on brand-new games, and foosball 
manufacturers shipped their new 
tables with double-quarter chutes. 
Meanwhile, videos held their price to 
25 cents a game. 

Higher-priced pinball was not 
received well in the West, even on 
games set for five balls. One cringes at 
the thought of how these higher prices 
were received by pin players in three- 
ball country. 

The pinball industry soon backed 
off its 50-cent/ dollar coin campaign, 
but not before long-time flipper 
players, exasperated by “pin-flation,” 


decided to see what all the video 
hoopla was about. 

Many of those players got hooked 
on video games and didn’t come back 
to flippers, while the teeming numbers 
of new game players during that 
period spent their money on the 
machines that all their friends played, 
and that they had heard so much about 
in the media: video games. 


25-cent game 

The trend continues, and although 
pinball companies now are introduc- 
ing less-complicated,more youth- 
oriented games, and even some re- 
releases of hit machines, a needed 
stimulus to play still is lacking. This 
stimulus might be five-ball, 25-cent 
pricing on all new flippers. 

It won’t turn pinball from a rags-to- 


riches game form overnight, but a 


campaign of this type handled pro- 
perly by the industry could attract new 
attention to flipper games. 

Unless pinball operators realize this 
before the manufacturers, we will con- 
tinue to see deterioration in the 
acceptance of pinball among the new 
generation of game players. 

Coast to coast. ® 


TheVideo Outpost advantage: 


post 


Put any two 
video games 


ANYWHERE! 


+ 


‘ 


How many profitable locations have you passed up because of security 
risks? 
How many outdoor locations could be producing profits for you right now? 
The all-steel, weather repellant, vandal resistant design of The Video 
Outpost makes nearly all locations possible. Count your potential new 
locations tonight. Call us tomorrow. 


The Video Outpost produces and protects profits with: 


Easy assembly e Easy mobility 

One-man game installation and service . 
Steel inserts for total nighttimelock-up © Complete security for coins 
Dupont “S.A.R.” viewshield for game security . 
e Vinyl exterior appliques over 2 coats baked on urethane over nickle- 
plated steel 


TOTALLY IMPERVIOUS TO ALL WEATHER AND TEMPERATURES. 


For more information or the name of the distributor nearest you, call 


ALL WEATHER AMUSEMENTS 
5 Patricia Lane, Spring Valley, NY 10977 e (914) 354-3095 


wren 


See us at the AOE, Booths 1024—1026 


Patent Pending 


TM~—Registered Trademark 


The nuts and bolts 


of Q*bert 


ottlieb’s newest release O*bert 
(5 is by far its best effort in quite a 
while. 

Its new system, called GG2 (Graph- 
ics Generator 2), was first seen in 
Reactor and is partly made up of some 
of the same circuitry used in Gottlieb’s 
recent pinball games.This means that 
technicians shouldn’t have any trouble 
working with QO*bert. 

I passed up doing a review on 
Reactor because it wasn’t very popu- 
lar, and there were plenty of other 
games to comment on. However, now 
is an excellent time to go into detail on 
O*bert because there will surely be a 
large number of them on location. 


Cabinet 

Gottlieb is a newcomer to the video 
game industry so it may take a while 
for it to improve upon its cabinet 
design. The front of the cabinet is 
glossy black and the sides are an 
attractive shade of yellow. No pro- 
blems here. The side graphics are stick- 
on decals which are an insult to those 
who pay the high price fora new game. 

Underneath the control panel there 
is a 10-inch wide strip of lexan overlay 
material that spans the cabinet width. 
The material is attractive, but there is 
little doubt that this strip will be peeled 
off by the first prankster that comes 
along. 

The vent channel (braces) that 
Gottlieb uses on the back of its pinball 
heads to support the head to the cabi- 
net body, has been used on QO*bertasa 
combination speaker grill and heat 
vent. This is an excellent idea because 
the metal is very sturdy, and it helps 
Gottlieb use up its abundant supply. 
We have been stripping these vents 
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from our old Gottlieb pinball games 
and using them as speaker cover plates 
for video games when the thin grills are 


RANULE 


No. 22-0270 


S WASHER _ 
Qe No. W8-16-MV 


WASHER 


No. 22-0280 


SHAFT-WING 
No. 22-0283 


RETAINING RING 
No. 47 1-AS-8 


ACTUATOR BUSHING 
No. 22-0282 


2-way ® No. 22-0250-2 
— 4-way ™ No. 22-0260-4 


8-way = No. 22-0250-8 
Gas 


= 


MICRO SWITCH 
No. 22-0731 


damaged. 
The marquee is held by a metal 
guide rail at the top which is secured 


2-way = No. 29-0192 
4-way = No. 29-0194 
8-way = No. 29-0198 
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with three Allen head screws. The 
heads of these screws are not recessed 
so they can be removed with a pair of 
pliers, which means the marquee can 
be easily “borrowed.” 

The over/under double coin and 
cashbox door system is made by Coin 
Controls Inc.This is an excellent pro- 
duct choice that I’ve reviewed before. 
In the next review, I will compare it 
with the new WICO double-door 
system that has just hit the market. 


Control Panel 

The joystick is made by Suzo of 
Rotterdam and it takes a little getting 
used to (see Figure 1). Part of the rea- 
son is that the player must move 
O*bert in four diagonal directions 
instead of the horizontal and vertical 
moves that are employed with most 
joystick controls. Instead of blade 
switches, microswitches are used 
which give the player a distinct “click” 
as O*bert is sent in any direction. The 
unbreakable plastic components make 
this joystick very durable. It rates up 
there with WICO’s, but I’d still rather 
have blade switches than micros. 

The lexan overlay is applied well but 
its yellow background won't hide 


cigarette burns. Two 4 inch bolts with 


‘lock washers and wing nuts hold the 


control panel to the cabinet. After 
being spoiled by the many games that 
use side latches for this purpose, I was 
all thumbs removing and replacing the 
panel bolts. There is a problem area 
here: when turning the right wing nut, 
your fingers will come in contact with 
the first and second player buttons’ 
blade switches that are positioned 
within a couple of inches of the wing 
nut.Be sure to check the spacing on 
these switches before leaving the game 
in operation. The player buttons are 
made of a red, translucent very durable 
plastic. The blade switches are the 
cross-hair type, a good choice. 

The front of the panel slides under 
two 3 inch long L-brackets which 
makes it very difficult to pry the panel 
off. Foam tape spans the length of the 
back of the panel and cushions this 
section from the monitor cover glass. 

Whenever the panel is moved, the 
nine pin molex plug (A9-J2 and A9-P2) 
that connects the control panel wiring 
to the main harness must be checked. 
These plugs are easily pulled mms 
(there are no locking snaps) and must 
be pushed together tightly. 


Gottlieb has used the same connec- 
tor and wiring code as it has on its 
pinball games. AxPx denotes a male 
connector plug and AxJx a female con- 
nector plug. Ground wires are green 
with a yellow trace or plain white. 

All of the boards are located on the 
back door.A cardboard cover protects 
the boards from contacting stray metal 
objects and must be removed before 
working on the boards. This is a good 
idea because the swinging back door 
could easily bang into another game, 
for example, when a mechanic is 
working and moving a game. Who 
moves a game with the power on away 
from a wall? 


Transformer and Bottom 
Panel Assembly 

This assembly is located on the 
bottom of the cabinet floor. The trans- 
former provides five separate AC volt- 
ages. Nine (9) VAC goes to a bridge 
rectifier (EL-42) where it is rectified to 
+11.5 VDC for the power supply and 
the main logic board. Eleven(11) VAC 
and 35 VAC go directly to the power 
supply. Six point three (6.3) VAC goes 
to another bridge (EC-42), where it is 
rectified to +4.5 VDC for the coin door 


fi NEW YEAR... 
A NEW BEGINNING 


The. Penn-Ray Sutra merger means even more savings for youl 
And. that’s just the start. The merger also means a more complete 
line of coin machine parts and billiard supplies and the opening of 
a new West Coast office and warehouse to help serve the industry 


even. better. 


WEST COAST 


17960 Crusader Avenue 
Cerritos, CA 90701 

IN. CA: 213-402-2088 
TOLL. FREE: 800-423-4781 
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penn-ray sulfa corporation 


EAST COAST 


P.O. Box 1088 

Bensalem, PA 19020 

IN PA: 215-638-4720 
TOLL FREE: 800-523-8934 
TWX# 510-667-1537 


PLAY METER, April 1, 1983 


a , ye fe 
= ee ita | 
i& F 


Re 


aes | 


‘a 
“4 


eine. { 


Amerigans Spend ' a 
Playing Gan 


A Lot Of Time Pk 
That Don't Gobble Space'S 


( 


People already know how to play games like poker, blackjack, craps and 
Hi-Lo. They've been fun for years and they’ certainly no passing fads. But now 
folks can challenge the computer instead of the house. They can play all 4 
games on one very unique machine and have no danger of losing the 
farm or paycheck. 

Little Casino is a simple machine that can make a really respectable con- 
tribution of quarters to the proprietor’s bottom line. It’s for amusement only 
and customers do enjoy playing again and 


again. They enjoy it so much that they're likely 
to stay around a bit longer than theyd 
planned and have an extra drink or two. 
Little Casino means extra pleasure for 
the players and extra money for you. 


Play4biggames 3€ 


e © ’ 
on one Litt e Casino P.O. Box 48334 Atlanta, GA 30362 (404) 441-3332 
aM @ Toll Free Number 1-800-441-3332 


PLAYER 1 SCORE: 10000 BET: ef HAND: | 


Blackjack! 


PLAYER 1 SCORE: 10008 BET: 1 Ce 
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Craps! 


Facts and features: 


- High impact plastic cabinet. - 16” wide x 21” deep x 16” high. 
- Swivel rotation for easy play. - Shipping wt.—appr. 40 pounds. 
- High security cash box system. -AC power 50-60HZ 115 AC @ 

- Can be secured direct to surface. 2 amp.220V AC @ | amp. 

- Direct factory service. - Does not give replays. 

- Built in self-test. 


©1983, Digital Controls, Inc. 


lamps. Having a separately fused cir- 
cuit is a good idea because it greatly 
reduces the possibility of the coin lamp 
circuit shorting into another circuit, 
which occurs frequently on other 
games. (Remember Defender?) That 
leaves 100 VAC that is used to power 
the monitor and the fluorescent bulb. 

Five fuses are located on the trans- 
former assembly that are all slo-blo 
fuses that some technicians might not 
keep in spare parts. One, 2, 3, 4, and 
10-amp slo-blo fuses are used. A 
50,000 uf, 25 volt filter capacitor (C1), 
part #X0141, is also mounted on this 
assembly panel. 

The bridge rectifiers are made of 
common diodes. One has four 1N4004 
diodes, and the other consists of four 
IN5401 diodes. As long as you have the 
fuses, these diodes, and a spare capaci- 
tor, there is virtually nothing you can’t 
fix in the field on this assembly. This is 
unless the transformer “cooks,” but it 
is very well protected by the fuses. 


Power Supply Board 

The power supply is mounted on the 
back door above the logic board. 
There are no test points (there should 
be), but Gottlieb has provided four 
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UPRIGHTS 
Fp COG «666.5 £55.3.58 64 8445 ew neds 300 
Side Trak...................00000. 300 
Canyon Bomber .................. 300 
Triple Attack..................... 350 
StarHawk....................005. 350 
Sun Dance....................... 350 
Magical Spot..................... 500 
Spectar (Cab.) ................... 600 
Colony 7 .......... 0. cc cc cece eee 750 
Venture ............... 00.00 cee 750 
Moon Wars ..................000. 750 
| 1 |-> a ce 850 
WUPUOS. 66-6-46.45.5405.46554,0464666666%% 895 
PUGOl 660 6bas eeieew coh bane ee eas S 895 
Coney Island..................... 500 
WOOP (oc 6 5.66 565 ea SeGanes ohau ores 500 
Tri-Zone ......... 0... cc cee eee ee 500 
SCOMPlON:: 64684 09 oh e644 455s seen e os 550 
Lazerball......................05, 550 
Asteroid Annie ................... 600 
Nine Ball ........................ 650 


1 Delaware Drive 
Lake Success, NY 11042 
Tel: 516/488-5600 
Toll Free: 800/645-6573 


PLAY METER, April 1, 1983 


R. H. BELAM COMPANY, INC. 


LEDs which can only tell you if some 
voltage is present, not the exact 
measurement. The LEDs represent +5, 
-12, +12, and +30 VDC. A +20 VDC 
output goes only to the coin counter 
(this is good). There is also a knocker 
coil (A5195 from Gottlieb’s abundant 
supply) that is separately fused off the 


+30 VDC line and mounted on the 
back of the coin box frame. 

The power supply receives 11.5 
VDC unregulated and puts out regu- 
lated +5 VDC at 6 amps to both the 
logic board and the sound/speech 
board. The output voltage can be 
adjusted by using VR1 (100 ohm) that 
is located on the power supply. A 


sa WAREHOUSE CLEARANCE 


VERY SPECIAL LOW LOW PRICES ¢ ALL BRAND NEW MACHINES 


Amidar . . sos cssacesivesscwsueeasss 995 
Tazzmania .................000008 995 
Space Fury ....................05. 1295 
Pepper 1)... 6... ec cee eee 1295 
WIGtOEY 6 a5 0-9 5 5443S 8454454 od 1295 
Astro Blaster .................... 1295 
Alpine Ski ........................ 1495 
Dig Dug .................... Please Call 
Kangaroo................... Please Call 
Centipede .................. Please Call 
Tempest.................... Please Call 
PINBALLS 
BY 65566945 Se ERG Ca wee nee ad oon et 695 
Spiderman ....................04. 695 
Skateball ........................ 695 
Hot Doggin ....................000. 695 
Alien Poker ...................... 750 
Flight 2000 ...................... 750 
Split Second ..................... 995 
WIDOE s oi.os4 08606006 cb oe ee eaaawA 995 


BELAM FLORIDA CORP. 
1541 NW 165th St. 
Miami, FL 33169 
Tel: 305/621-1415 
Toll Free: 800/432-8834 (in Florida) 
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special “crow-bar” protection circuit 
will shut down this circuit if the Silicon 
Controlled Rectifier (SCR) senses a 
voltage equal to or above 5.6 volts. 
Since this +5 volt circuit is one of the 
most important circuits,there are a few 
components that should be stocked: +5 
VDC zener diode (TL431) and a 5 
VDC pass transistor (2N5879-Q11). 
The remaining three output voltages 
all go to the sound/speech board. 

There are a total of four connectors 
on the power supply. Make sure these 
connectors are pressed tightly together, 
paying special attention to the four pin 
11.5 VDC input connection. This con- 
nector was very loose on the game I 
saw. 


Sound/Speech Board 

We should all be quite familiar with 
this board for it is exactly the same 
(except for the sound PROMs) as the 
Gottlieb pinball sound/ speech boards. 
QO*bert has 36 different game sounds. 
It is important to know that this board 
requires four different voltages to 
operate (+5, +12, -12, and +30). 

If these voltages are present and the 
sound isn’t working, first check the 
speaker and then look at the Audio 


COCKTAILS 
Space Fighter.................... 295 
BAGO ic 6.56 4b 00044 wes 05054506 4S%8 300 
Space Zap..................0000e 500 
Astro Invader .................... 500 
Magical Spot..................... 500 
Uniwars .......... 0.0.00 cece eee 650 
SPOCtar . 6 ccc ve sci siesevesbecness 650 
Space Firebird ................... 750 
New York, New York............. 750 
Space Odyssey .................. 750 
POIBIS 60k b.26 ko bee MOH OeeRED HAS 750 
Stratovox ............ 00... c eee 750 
Space Fury ..................000. 995 
OV sork.o 8 OSS be GH OEE OS KG bw 6-4 995 
Lightning ....................0400. 995 
Hercules.................. 00 e eee 995 
Mr. & Mrs. Pac-Man .............. 1095 
ah) cc: ae ne a eee 1295 
Iron Maiden...................... 1295 
Caveman ...................0000e 1395 
Devil's Dare ..................... 1395 
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Amplifier-LM379S, U16 and U23. 
There is a test switch on the sound/ 
speech board that can be used to test 
the Audio Amplifier and the speaker 
(see manual). Gottlieb warns that none 
of the connectors on the sound/speech 
board should be removed with the 
power on unless the +30 VDC (LED 
D25) is off. This could (and will) blow 
the audio amplifier. 


Monitor 

Q*bert has a Wells-Gardner 19 inch 
color raster-scan monitor (model 
19K 4951). The monitor is tilted back 
so all components are easily visible 
from the back. The adjustments are 
also easy to get to. Removing the 
monitor (let’s hope you never have to) 
isn’t that easy. Four bolts must be 
removed by sticking a nut driver in, 
from the small front coin door open- 
ing. You could also take the bolts out 
from the back door, but you need long 
arms and perfect balance. A metal tab 
holds the monitor in place until you 
can get into position to grab the chassis 
from the front of the game, slide it 
down under the tab, up, and out. 

The speaker panel, which is located 
above the monitor cover glass, is held 


Jim Gough 


940 2nd Ave. N. 
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BIRMINGHAM VENDING COMPANY 
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205/324-7526 


in position by two latches. The latches 
are accessible from the back of the 
game (first open the back door). | 
released the latches and slightly moved 
the panel whereby it crashed down 
onto the monitor cover glass. It didn’t 
break the glass but now I know: release 
the latches and then walk around to 
the front of the game and gently lower 
the panel. There are wooden slots (for 
the speaker) that you can fit your 
fingers into to grip the panel. 


Main Logic Board 

There is one large logic board 
mounted on the back door. This board 
is the same as in Reactor except for the 
addition of a second battery RAM. 
The Intel 8088 microprocessor (40 
pins) is the guts of the system. A 
separate video generator section is 
responsible for the well-defined 
graphics. Gottlieb chose the 8088 
because of its many capabilities,many 
of which aren’t required in Q*bert. It 
feels that its future games will also 
utilize this processor. 

There should be little trouble with 
the logic board since it is well pro- 
tected by the power supply crowbar 
circuit mentioned earlier. To date, | 


know of no recurring problems in the 
system. 

Gottlieb has provided difficulty 
settings on O*bert. Games come out of 
the factory set on normal but should 
be set according to the level of players 
at the location. 


Rating 

Gottlieb has really done a fine job 
on the system design of QO*bert. Aside 
from the aspects of the cabinet that I 
feel could be improved, the game is 
excellent. Gottlieb should change the 
plug connectors to the snap together 
type used by most other video game 
manufacturers. I never liked having 
boards on the back doors, but obvi- 
ously Williams, Taito, and now 
Gottlieb disagree. 

There are more fuses in Q*bert than 
perhaps in any other video game I've 
ever seen. This shows the time and 
effort Gottlieb has taken to limit major 
repairs. There is such a thing as over- 
doing it as far as these fuses are con- 
cerned, but I don’t think Gottlieb has 
“over-fused” the game. With cabinet 
improvements, I’d give a 9. As it is 
now, Q*bert is an 8.5. Not bad, 
Gottlieb!! e 
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‘83 game trends show it is 


survival of the fittest 


Ithough 1983 is well underway, 
A it’s surprising that the memory 

of the AMOA lingers on, yet 
here we are getting ready for the 
rapidly approaching AOE. Time 
passes so quickly. After all, there was 
even an ATE filling in the void during 
a period which has become known as 
one showcase after another. 


Already some patterns are develop- 
ing that may well. Shape the course of 
this year with game design going 
through a metamorphosis of sorts. 
Video has shown’ it can broaden its 
scope to accommodate the likes of a 
Q*bert or Front Line (two games on 
view this time around). The results 
seem to indicate that more attention 
and awareness has been spent trying to 
better understand the divergent types 
of players and that, overall, they will 
support a variety of game themes and 
play strategies if a given model is chal- 
lenging enough, or at least fun to play. 


Probably better than any other 
coin-op form, video offers the flexi- 
bility in changing the basic personality 
of what is being presented. There are 
the options of controls and whether a 
particular model will utilize buttons, 
joysticks, trackballs, or any of the 
numerous variations. And that’s just 
the tip of the creative iceberg, since the 
images on screen can take so many 
different forms. 

With pinball, which still shows signs 
of life due to some rather innovative 
models of late, the parameters were 
always typically limited to basics such 
as flippers, bumpers, targets, and the 
rest of the standard playfield features 
or components. The ingenuity proved 


its worth in that the size and shape of 
the games could break away from con- 
ventionality and be successful. Even 
playfield design began to tap the 
resources of technology to build in 
more than what might have met the 
eye. 

But in comparison, video remains 
unique and holds out the promise for 
any future developments and break- 
throughs that will only be limited by 
the available capabilities of electronic 
systems. Systems are constantly evoly- 
ing and expanding, along with. the 
imagination of engineers, program- 
mers, and game designers—not to 
mention a real determining factor— 
the expense involved in moving ahead. 


In looking at new directions, 
whether it be the potential applica- 
tions of laser discs or another inter- 
active medium,more dimensionality of 
visuals, or just the basic forms we have 
grown used to over the past three to 
five years, the fact remains that player 
personalities and preferences are 
becoming more clear as evidenced by 
the popularity of a Defender vs. a Pac- 
Man, two diverse games demanding 
and testing different skills as well as 
very separate audiences. 


There are players who will try a bit 
of this and some of that in their quest 
to satisfy their game playing urges. But 
whether any defined playing patterns 
can be used as a better tool in design is 
unknown until video attempts to 
break away from the shell which has 
tended to encase it in an overabun- 
dance of similarity and safe game 
themes. 

The ongoing evolution in coin-op 


has made it appear that we’re all part 
of a waiting game, but each of us has 
our Own expectations. We don’t know 
When the next breakthrough might 
occur, but the anticipation shows from 
convention to convention and 
shouldn’t be any less so for the 
upcoming AOE. 

Increased experimentation will con- 
tinue since there are no single solutions 
that can ensure success at this junc- 


ture. And, if the effort by manufac- 
‘turers 
beneficiaries while, hopefully, earnings 
will show enthusiasm for a given 


is real, players will be the 


approach. 

Some interesting trends have 
already begun to take shape for this 
year, typified by the popularity of 
cartoon-inspired themes such as 
QO*bert and Popeye and regular action 
shoot-’em ups like Millipede or 
Front Line. But this latter category 
could well be effected by a new sensi- 
tivity to title tie-ins or themes such as 
Sega’s Buck Rogers or its newest, Star 
Trek, along with the upcoming Bally 
entry via Data Age which has gone to 
the home market as anattempttotapa 
new resource. 

There has even been a movement for 
pinball to borrow from the popularity 
of its coin-op cousin much the way 
Bally did when it hit the scene with a 
flipper version of Space Invaders. We 
now find Defender in a new form as 
well as O*bert’s Quest not to mention 
the highly regarded Baby Pac-Man 
which might just prove that there is a 
niche for a hybrid that has been well 
executed. And so it goes as we look for 
clues in establishing firmer facts 
regarding player attitudes and tastes. 


_ 
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LEARN TO REPAIR VIDEO GAME BOARDS, 
POWER SUPPLIES, AND MONITORS 
IN YOUR OWN HOME! 


Electronic Institute of Brooklyn announces its complete classroom course for the Video Game 
Repair Industry is now available on video tape for home study. This includes all material 
necessary for hands-on troubleshooting work. If you're worried about not having a V.T.R., 
we'll rent you one for the length of the course. 


Also available to home study students is a free Hot line to the instructor. 
800/221-0834 


Our course covers the following 
(On 10 video tapes approxiamtely 30 hrs.) 


Course Description: . Monitor Theory & Repair (B&W, X-Y, Color) 
1. Basic Electronic Theory . TTL Logic 
. Using a digital meter . Using a Logic Probe 
. Reading & Understanding Schematics . Microprocessor and memory theory 
. Soldering techniques on double sided boards 10. Electronic Pinball troubleshooting and repair 
. Power Supply (Theory & Repair) 11. Video Game troubleshooting and repair 


100% Satisfaction Guaranteed 


For more information, call 
800/221-0834 
(in NY State) 212/377-0369 


or write 


ELECTRONIC INSTITUTE OF BROOKLYN 


4801 Avenue N (corner E. 48th St.), Brooklyn, NY 11234 
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That’s what the operators said about pool tables. And that’s why Dynamo built the Big D. 
From its all steel and plywood construction, to the steel coin box housing and patented 
2% inch ball separator, Big D pool tables are built to survive. Dynamo designed the Big D 
to be what operators want most — a solid, 
secure, maintenance-free investment. mw Dynamo Corporation 

Call Dynamo today for the Zl pe 1805 South Great Southwest Pkwy. 
toughest pool tables on the 7 SA Grand Prairie, Texas 75051 
market. (214) 641-4286/ 1-800-527-6054 / Telex: 732432 


Gottlieb’s O*bert 

First, let’s hand it to Gottlieb for 
bringing us such a novel and interest- 
ing video game. It’s got to feel good at 
Northlake that the time was well spent 
on 1983’s unquestionable standout 
video game up to now—especially in 
light of where this company was before 
O*bert. 

PLAY: The action is rather simple 
with players having only to control 
One joystick in maneuvering a little 
long-snouted hero as he hops from 
cube to cube on a triangular shaped, 


' seven row, 28-cube configuration. The 


object is to land on each and change its 
color while avoiding the ever-present 
gallery of enemies, including Sam, 
Slick, Coily, Ugg, and Wrongway. In 
order to open up the options as well as 
the playfield, there are scattered discs 
around the main object on screen, 
which provides a means of escape for 
old Q*bert when all else has failed. 

Things get more difficult in later 
rounds when one must go through two 
or more color changes in order to get 
to the nmght shade for the round and 
level. Broken down to its barest 
essentials, the game might not seem 
like much, but this would be a gross 
underestimation of how well all the 
component parts fit together. 

ANALYSIS: Although Q*bert on 
the surface looks simple, it’s anything 
but, since strategy and timing are so 
important as well as getting comfort- 
able with the basic movement of old Q 
especially around the edges of the tri- 
angular cube. One wrong move and it’s 
over the side into a stark, black back- 
ground that offers only some great 
sound effects and a true feeling of 
three-dimensionality. The fact that the 
‘world’ is so small is another factor 
given the need to avoid the little 
enemies who stand in the way of total 
SUCCESS. 

A final observation is that QO*bert 
manages to make players feel that it’s 
always their fault when they lose. It’s 
not as if the machine is so tough, but 
rather that the player took one risk too 
many or miscalculated a particular 
move and must then pay the conse- 
quences. 

GRAPHICS: Just look at the 
images on screen, and you realize that 
Gottlieb has succeeded with this game. 
The colors are vivid and rich, while the 
characters have been tended to with a 
deliberate hand. And the effects of 
Q*bert being stopped on screen as a 
little balloon appears to indicate his 
feelings are almost as grabbing as the 
falling off effect. The general sounds 
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and extra touches throughout succeed 
on all levels for this slightly comedic 
adventure. 

PROS & CONS: For those who 
might think that Q*bert is another 
Pac-Man, they’re wrong. Q*bert will 
live or die on its own novel approach 
to video game play. Admittedly, there 
might be some similarities in terms of a 
given space that must be mastered and 
some preset moves, but this is a new 
breed that begs for repeat play because 
it appears to be so simplistic. Gottlieb 
should be commended for coming up 
with a fun machine that you really 
can’t grow tired of. 

RATING: The reaction to Q*bert 
at the AMOA probably made believers 
of those in the industry as to the poten- 
tial of the game, and the succeeding 
months haven’t lessened the impact 
the machine has had. It’s a solid piece 
which should enjoy a healthy run and 
propel Gottlieb back into the spot- 
light. A well deserved #### goes out 
from this Corner for a job well done. 
We haven’t seen the last of Mr. Q 
above and beyond the pinball version 
which is just beginning to hit test 
markets. 


Bally’s Burgertime 
“Hold the pickles, hold the lettuce...” 


OPERATED KIDDIE RIDES 


THUNDERBOLT 


autorovo canada Itd. 


MANUFACTURERS AND OPERATORS OF COIN- ee 


We’ve finally seen art imitating life in 
its purest pop culture form with this 
licensed effort from Data East (a com- 
pany that has stuck with its Deco 
Cassette version of this video delecta- 
ble) which Bally hopes to parlay into 
an appetizing coin-op attraction. 

PLAY: Once more players are 
offered simplistic controls (a joystick 
and button) in this climbing game that 
borrows heavily on the action and 
popularity of Donkey Kong. The 
strategy is to create rather than just 
destroy a series of hamburgers while 
avoiding such nemeses as Mr. Egg, 
Mr. Hot Dog, and Mr. Pickle. 

The object is to maneuver Chef 
Peter Pepper (without his pickled 
peppers) around a board of ladders so 
that he can pass over any of the ingre- 
dients lined up in each row and thus 
knock them down to a level beneath 
until all the sandwiches have been 
made. 

The timing comes in trying to 
capture any of the enemies between 
layers and thus earn more points. PP 
has a pepper button in his arsenal to 
fend off pursuers and snacks which 
appear on screen such as fries, ice 
cream, and tea. They allow PP to 
replenish his limited supply. 

And then it’s on to the next level and 


FORGET EVERYTHING YOU EVER HEARD ABOUT KIDDIE RIDES UNTIL NOW 


AUTOROVO IS NOW AVAILABLE FOR 
U.S. CUSTOMERS 


successful in Europe for 15 years 
now also built in Canada 


during the years 


taxes 


hydraulic rides, animals, trains, 
cars etc. all equipped with solid 
state board with proven reliability 


save, buy direct from factory in 
cdn. dollars. You don’t pay Canadian 


CONTACT US NOW 

for free documentation and find 
out why operators with experience 
appreciate our products 


even more difficult action that still 
revolves around the basic theme that 
should bring a smile to the faces of 
MacD, Burger King, Wendy’s, Burger 
Chef, and all the rest. 

ANALYSIS: If we are to assume 
that the playing public hasn’t tired of 
this kind of video game action, then 
Burgertime should prove to have some 
appeal in the cute category of games. 
Although the field is confined, there is 
much flexibility in game play and 
approach which shouldn’t be intimi- 
dating to any caliber of player. In fact, 
it’s a rather respectable game that 
might just stand out because of its 
theme. 

GRAPHICS: Unless you’re on a 
diet, Burgertime has got to catch your 
attention initially for what is offered 
on screen. There it is, food we’ve all 
come to know and love, with fun 
artwork and sound effects to match 
the overall motif. If nothing else, it’s a 
hoot to watch Mr. Hot Dog squirm up, 
around, and down in hot pursuit, not 
to mention Mr. Egg. 

PROS & CONS: I don’t know 
about Burgertime. I know that it’s cute 
and a non-offensive theme for anyone 
but a vegetarian, but I have reserva- 
tions about the staying power of the 
action and whether there’s enough to 
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hold player interest. Admittedly, this 
type of video game (if you want to 
think of it as another entry to a generic 
category of action), will have its fans, 
but the market seems diluted already 
with other similar motifs that owe 
their inspiration to Donkey Kong. But 
maybe Burgertime can transcend the 
mold and carve a niche for itself. 
RATING: The market seems satu- 
rated by climbing games of this type 
and the competition heavy, especially 
with the next game on view hitting the 
Streets as well, but Burgertime can’t be 
faulted and just might prove novel 


enough to bring in its fair share of 
business. The feeling is that whatever 
longevity it enjoys won’t be of the 
mega kind, and we'll go witha ##% for 
effort and execution and await the 
final verdict as to whether this is what 
players are hungry for. 


Nintendo’s Popeye 

Forget about Robin Williams and 
Shelley Duvall in their feature film 
fantasy because that legendary cartoon 
hero is back. Players need not be 
Saturday morning TV fans to appreci- 
ate the effect and game storyline. For 
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what we have here from a company 
that is trying to continue what it started 
less than two years ago is another 
success that comes complete with its 
own personality and built-in aware- 
ness. 

PLAY: The eternal triangle of 
Popeye and Bluto vying for the affec- 
tions of Olive Oyl is back in full force. 
Players take control of a joystick and 
button to traverse an opening board of 
different levels and side staircases as 
Popeye tries to catch the hearts Olive is 
throwing from above before they 
reach the lowest level of the screen and 
begin to break apart. 

In the meantime, there’s the menac- 
ing Bluto standing in the way as players 
attempt to achieve one task while also 
having to take care of another. Bluto 
(or as he’s called in the product litera- 
ture: Brutus) is moving around as well, 
Swiping at and tossing beer bottles at 
our hero. The bottles must be punched 
away (hence the button control). Only 
when Popeye is maneuvered to get one 
of his cans of spinach, which appear 
around the board, can he then attack 
Bluto and knock him for a loop. 

Players getting through this first 
stage will find in the next scene a build- 
ing with more characters appearing in 
the drama as Popeye tries to catch 
notes which Olive is throwing down. 
Finally, it’s on to the ship and a similar 
theme carried through as Olive tosses 
down letters (spelling out H-E-L-P), 
and the obstacles become more fre- 
quent as play continues. 

ANALYSIS: However you want to 
call it, take a climbing type maze game 
and give it some substance in terms of 
theme and you have Popeye.The 
action dictates that players be both 
defensive and offensive during the 
game as there are competing forces at 
work. It shouldn’t be too difficult for 
those who are quick learners to keep 
the momentum going. The saving 
grace, however, which separates the 
effort from the rest of the pack is that 
you're trading off on the recognition of 
Popeye. 

GRAPHICS: They’re faithful to 
the original and are ably enhanced by 
strong sound effects and verbal images 
on screen, while the cabinet itself 
stands out with its light blue back- 
ground and comic book art. If nothing 
else, Popeye won’t be an easy game to 
ignore. 

PROS & CONS: The question 
remains whether a good graphic tech- 
nique and recognizable theme can 
offset the similarilty of game play 
found here vs. other recent video 
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games. Or put another way, will the 
novelty of it be enough to sustain earn- 
ings over a long period of time? What 
might be interesting is whether the 
target market for Popeye will be a 
younger audience which was the case 
with Donkey Kong Junior or if adult 
players will let themselves get involved 
in the scenario before them to the 
extent that they’ll be satisfied with 
what they have. 

It’s really a straightforward game 
that doesn’t introduce too much that’s 
different, which could bea saving grace 
to the players who will gravitate to the 
game. But I go back to the entertain- 
ment value vs. some hardedged skill 
which is dramatically different than 
what has been before. Can Popeye 
keep them coming back for more of 
the same? 

RATING: Nintendo has created a 
niche for itself in the marketplace, and 
the guessing here is that Popeye should 
prove to be a decent effort for it. But 
Nintendo is going to have to broaden 
its design scope if it wants to keep 
things on the upturn.We'll go with a 
generous ### on the strength of 
graphics and theme alone. 


Taito’s Front Line 

With controls that conjure up some 
visions of this company’s Wild 
Western front panel, complete with 
turning knob, joystick, and button, 
Front Line continues to prove that you 
can’t really lock Taito into any one 
game category and that it’s willing to 
try a bit of this and a bit of that. 

The action here revolves around 
multiple scenes on screen and a battle 
that is very realistic in this age of 


New from Williams 


DEFENDER 
ROBOTRON 2064 
STARGATE 


Also: Pac-Man, Frogger, 
Centipede, Tempest, Asteroids, 
Space Invaders, Missile Command 


Others shortly. Call for further listing. 


THE WIZ KIDS 


“PRINTERS OF THE OFFICIAL VIDEOSHIRT” 
MANY OTHER VIDEOSHIRTS IN STOCK 
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fantasy and cartoon. Players must 
follow a definite plan of attack in 
overcoming the enemy, first on foot, 
and then in tank battle before gaining 
a chance to overcome the final fortress 
and begin again. It’s an interesting 
departure from what has become the 
norm and reminds me more of Stern’s 
long past Strategy X, but it’s a solid 
kill or be killed type of game and 
should have some staying power for 
those more aggressive players who are 
looking for some realistic action and 
graphics. 

We'll try a short review ### on the 
strength of the theme and the way that 
it’s executed (no pun intended) and 
even suggest that this looks to be a 
good bet for home consumption as 
well. 


Atari’s Pole Position 

I know, following on the heels of 
Turbo there may be some of you think- 
ing that if you needed anything it 
wasn’t another driving game. But these 
are arcade staples which always seem 
to have their fair share of the market, 
and the fact that Pole Position, 
licensed from Namco, is as good, if not 
better, than any other racing game, 
should help keep it on track. 

The graphics and sound effects are 
strong and should help sell this game 
which features an initial qualifying lap 
(almost like the real world) before the 
race really begins. There’s some 
extended play possible with the basis 
on time and a built-in incentive for 
players to keep coming back for more 
in an effort to better their previous 
mark. Throw in some Burma Shave- 
inspired road signs along the track as 


Introducing Our Latest Videoshirts 


® All shirts are printed on 50/50 
Quality T-shirts. 


@ All shirts have 5-color silkscreen design. 


@ One dozen minimum per style 


@ Sizes: 
Boys: 10-12; 14-16 
Adults: S-M-L-XL 


412/751-3020 


461 Everest Drive, North Huntingdon, PA 15642 


well as a full complement of obstacles 
such as puddles, and Pole Position 
proves to be challenging and exciting 
with an overall package that earns a 
solid ###'4 for those who want to steer 
in its direction. 


Stern’s Rescue 

You might easily overlook this entry 
that initially appears to be more famil- 
iar than some home cartridges or even 
Brodurbund’s Choplifter, but there’s 
really more than meets the eye. This 
colorful package finds players trying 
to avoid oncoming enemy helicopters, 
ships, and subs, with sharks thrown in 
for good measure, in order to save 
floundering paratroopers stranded at 
sea. 

Although Rescue might not make a 
big splash, we'll give a ### and con- 
tinue treading water until we’re saved 
from Davey Jones’ locker. 

There’s a wide and diverse selection 
of equipment for those looking to 
replace old equipment or fill in gaps, 
and more awaits in the weeks ahead. 
You'll be hearing about Sega’s Star 
Trek, a vector game with speech and 
some good effects that might parlay 
the trade-off in name and theme, and 
Stern’s newest and first conversion 
game, Lost Tomb which looks to be 
very interesting and a whole lot more 
(not to mention pins) as manufac- 
turers gear up for the final showcase of 
early ’°83—the AOE. 

Next time some closer looks at the 
pinball parade leading off with 
Williams’ Defender and a full assort- 
ment of videos that should at least get 
us all up to date. Until then, as always... 
be well and prosper. e 


©™Williams Electronics, Inc. 


600/245-6178 
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ADVICE 


$ 
fll 


Look to 


Central 
Distributing Company 
for your game 
recommendations. 


We steer our customers 
right. For over 40 years, 
we've offered honest-to- 
goodness advice on which 
games are the best invest- 
ments. Our customers say 
that's what makes us 
special. 


Give us a call, 
see if we can help you. 


And ask us about 
these super buys: 
‘Xedious'’ 
‘Time Pilot’ 
‘Pole Position’ 
‘Baby Pac-Man’ 
‘Popeye’ 


Representing 
all major lines 


CENTRAL 


Distributing Company 
3814 Farnam St. 
Omaha, Nebraska 68131 


402/553-5300 
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OUR 'CADES 


By Bill Kurtz 


Insurance safeguards 
your arcade 


rcade games that operate on 
Ane have gone the way of 

the nickel cup of coffee and the 
20 cent gallon of gas. 

But not in everyone’s mind. 

As far as insurance companies are 
concerned, today’s game rooms are 
still classified as “penny arcades.” 

“Most insurance companies are 
about 10 years behind the times,” said 
Jon Eisen, of the Eisen Insurance 
Agency, which insures about 300 
arcades nationwide. 

“I started a new classification of 


businesses in insuring arcades,” he 


said. “The whole idea of a specialized 


| program is that if you get enough of 


one type of classification, you can 
offer lower rates.” 

Eisen said his clients include every- 
one from individual arcade owners to 
large chains, although his coverage is 
most useful to the small operator who 
might not be able to cover his property 
losses or a lawsuit without insurance. 


Personal injury liability 

The most important type of insur- 
ance coverage for arcades is personal 
injury liability, covering anything 
from a fight breaking out to a player 
getting hit with a flying skeeball. This 
is the kind of coverage that many 
insurance companies are reluctant to 
provide because they still envision 
arcades as sleazy hangouts serving as 
fronts for drugs, prostitution, and 
gambling. 

“The crowd is important,” Eisen 
said. “Arcades have a lot of small 
children around, and the potential loss 
is greater than in most businesses.” 

Property losses for things like minor 
vandalism and glass breakage are 
usually smaller than personal injury 
liability settlements and certainly 
more preventable. 


Eisen said a mall arcade is a better 


iImsurance risk than a freestanding 


street location because malls have 

more security measures and usually 

require sprinkler systems for safety. 
One type of property coverage, fire 


‘insurance, is probably more important 


to a street arcade operator than a mall 
location and would be more costly to 
the street arcade. 

Eisen said, for instance, that a street 
arcade in a run-down neighborhood 
near vacant buildings, no matter how 
well-kept the arcade, is “an arson 
waiting to be started.” 

Eisen won’t cover such locations. 
“We won't insure just any arcade,” he 
said. 


Fire risk 

Food service also affects arcade 
insurance premiums. Eisen said snack 
foods present no problems, but arcades 
that do more cooking and might have 
grease and other flammable substances 
in the kitchen present a higher risk. 

Further down the road, new types of 
insurance may be needed by arcade 
owners. Parents upset by the amount 
of time or money their children are 
spending in arcades may try suing 
arcade owners for corrupting their 
offspring. 

Should you insure your arcade? 
Probably. Whether you’re in a mall, 
shopping center, or street location, no 
matter how careful you are, you 
operate under the constant threat of a 
personal liability lawsuit from a fight 
between players or other problems 
beyond your control. 

Your arcade machines no longer 
take in pennies, and your business is 
worth a lot more today than in the past. 
Insuring your arcade will help keep 
those quarters coming in even if your 
game room is hit by problems. e 
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Technical Topics 


POWER SUPPLY DESIGN COURSE PSD-1 


Lesson 6: 


Filters 
PROGRAMMED TEST 


Editor's Note: The materia! below is a serialization of the Kurz Kasch correspondence course for electronics, 
designed specifically for the coin-operated amusernent industry. This course is copyrighted and owned by Kurz 
Kasch of Dayton, Ohio, and its reprinting is being sponsored jointly by Kurz Kasch and Play Meter magazine. This 
material is authorized for publication exclusively in Play Meter magazine. 


INSTRUCTIONS: The purpose of this test is to guide you step-by-step thru actual circuit design problems. 
Also, many of these tests will provide you with additional design technique. Most important, these tests will provide 
you with a gauge to establish your degree of understanding of the materia! covered in the text. The test is programmed. 
Start at block one and then follow the numbered instruction associated with your answer. 


The purpose of the filter is to change a PDC toa 
DC. 


a. Pure 
b.  Pulsating 


2 


YOU ARE CORRECT ! 


GO TO BLOCK 15 
GO TO BLOCK 28 


Calculate the value of filter capacitor which will develop 
15% ripple across a 5000Q load. Consider first the HW and 
then the FW rectifiers. A set of trig tables will be required; 
and also, reference will be made to fig. 6-4 on page 6-5 
of the text. 
What is 6? 


where 


GO TO BLOCK 29 


3 


Us 4.165ms + ( £8:25°) 4.165ms — 6.67ms. 


90° 


Lid you get the same result? /f not, do not go on but 
recheck your math. 


Also, did you consider the change in T to T? 
YES NO 


What is the value of C? 
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C _ mtd GO TO BLOCK 30 


4 


YOU ARE INCORRECT ! 


Refer to the text and then return to BLOCK 15. 
YOU ARE INCORRECT ! 


Although the waveform is non-linear for purposes of fi/ter 
design, the error is too small to affect the calculations. 
Therefore, it can be considered linear. Return to BLOCK 23. 


14 


U - 12.495ms + ( 28:25") 4.165ms = 15.190ms. 


0° 


Did you get the same result? If not, do not go on but 
recheck your math. 


What is the value of C? 


CO mtd GO TO BLOCK 27 


YOU ARE CORRECT ! 
The value of filter capacitor is determined by the desired... 


GO TO BLOCK 23 
GO TO BLOCK 4 


% of ripple 
Value of sigma 


23 


YOU ARE CORRECT ! 
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The voltage waveforms across the capacitor can be con- 
sidered for the first 20%. 


GO TO BLOCK 2 
GO TO BLOCK 11 


a. Linear 
b. Non-linear 


27 


C = 19.190ms 2 20.25mtd 

0.15 x 5KQ 
Did you get the same result? 
recheck your math. 


If not, do not go on but 


BREADBOARD 6a 


Wire up the circuit shown in the diagram. 


; ; 2. Be careful to observe proper polarity when connecting the meters into the circuit. 
The answer to the above formula is in Farads. A 20 to 
25mtd capacitor can be used. 3. This circuit is identical to the filtered full-wave rectifier designed in the text. The 
load is made up of the combination of meters and resistors. The series paralle! 
combination is 8000. 
What is U for a full-wave circuit? 
4. Apply power. 
i ms GO TO BLOCK 3 5. The meter reads out the average DC voltage. The value of voltage is approximately 
the peak value. 
28 6. Record the value of DC output voltage Vv. 
Compare this value of voltage with that of the half-wave filtered rectifier. Notice 
that the full-wave rectifier provides a higher output voltage for the same value 
YOU ARE INCORRECT ! capacitor. 
Refer to the text and then return to BLOCK 1. 
6 = sin@! (7 _ 7s) = sin—' 0.8500 = 58.25° 
700 
The value of 58.25° is rounding off the actual value of 
58°13% This is of no consequence since in practice the 
tolerance of the capacitor will far outweigh any errors 
generated by the rounding off. 
1. Wire up the circuit shown in the diagram. 
1 ? 
Did yOu get the same results? If not, do not ge 08 but 2. Be careful to observe proper polarity when connecting the meters into the circuit. 
recheck your math. 
3. This circuit is identical to the filtered half-wave rectifier designed in the text. The 
load is made up of the combination of meters and resistors. The series paralle! 
What is U? combination is 800Q. 
4. Apply power. 
OG =. ms GO TO BLOCK 14 
5. The meter reads out the average DC voltage. The value of voltage is approximately 
30 the peak value. 
6. Disconnect the primary power. 
6.76ms 
C= Siete ey x ONITG 7. Disconnect capacitor Cy. 
0:15 x 5K O 
8. Apply power. 
[ é 
Did yee get the same result? If not ‘ do not gon but 9. Notice that the voltmeter indicates a lower value of voltage. An oscilloscope would 
recheck Your math. indicate a higher value of ripple voltage and thus a lower DC output voltage. 
70. Record the values of: 


You have completed the test for this topic, Filters. How- 


. ; dee DC output voltage (C7 and Co in the circuit 

ever, before going on, be sure to review your thinking on Pe eee eee ane euUE) 
DC output voltage — 

filters. (C1 disconnected and Co in the circuit) V 


enn 
"there is no evidence of kids being goaded to violence on the basis of video games. There 
have been no studies done, to my knowledge. If you want to see pure aggression, | would 
say go fo a hockey game, not fo an arcade.” 
—Dr. Jerry Sehulster, Professor of Psychology 


University of Connecticut, Stamford, Connecticut 
Caennncnnnnneee errr eee eeeeeeeeeeee ee SS SSS 
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Beam 
aboard 


The training system used by crew 
members of the Starship Enterprises 
to sharpen their battle skills against 
the Klingon Empire is now available 
on Earth! 

The Star Trek Strategic Operations 
Simulator from Sega simulates actual 
battle conditions encountered by 
Federation Starships while on patrol, 
enabling Cadet Trainees to learn 
Federation tactics in combating the 
Klingon threat. 

The simulation sequence begins 
with an introduction of Klingons, 
Starbases, and the mighty Enterprise 
into the Scanner screen. 

The Enterprise starts the mission 
with a limited number of Shields and 
Photon Torpedoes, and a limited 
amount of Warp Drive Energy. In 
order to destroy Klingon enemies, the 
trainee may use either one of two wea- 
pons: Phasers, which can destroy only 
one enemy at a time but are in unlimited 
supply, or, Photon Torpedoes, which 
are in limited supply but can destroy 
several enemy vessels at one time. 

To protect the Enterprise from 
enemy fire and collisions, an auto- 
matic Shield envelopes the ship. The 
number of Shields available are dis- 
played on the screen and once their 
strength is depleted, the Enterprise can 
sustain damage. 

The primary enemies are Klingon 
Battle Cruisers which exhibit three 
different hostile tendencies. Other 
enemy hazards are the Anti-Matter 
Saucers which appear and move about 
the screen randomly. Should they 
collide with the Enterprise, Anti- 
Matter Saucers attach themselves, 
drain off the ship’s Warp Drive 
Energy, and then leave quickly. 
Without Warp Drive capabilities, the 
Enterprise may be in danger if it is any 
great distance from a Starbase and is 
unable to dock for repairs or supplies. 

After several challenging simula- 
tions, the trainee advances to the 
Nomad round. In this sequence, 
Nomad, a robot ship, moves about the 
screen depositing dangerous space 
mines. The mines are unstable and can 
set off chain reactions which must be 
avoided. It is to the trainee’s advantage 
to locate and destroy Nomad as 
quickly as possible, gaining 30,000 
Strategic Training Units, but being 
careful not to hit a mine and set off the 
chain reaction. 

The Star Trek Strategic Operations 
Simulator is available as an upright 
one trainee/two trainee unit, or asa sit 
down cockpit. 
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Grab some 
money! 


It’s fun to get into the Money Machine 
and win the money, and it’s fun to 
watch. 

If you want to offer a one of a kind 
promotion in town, the money 
machine, from North American 
Amusement, may be your answer. 
With the Money Machine, your busi- 
ness can experience more and more 
customers (daily) as the word gets out. 

The customer enters from the back 
and stands in the middle of the money 
machine (facing to the front). When 
the timer button is pushed, the giant 
blower is started and the 1,000 one 
dollar bills are blown everywhere. The 
customer tries to grab as many one 
dollar bills as he can. The rules are that 
you cannot bend your knees or waist. 

A few examples of ways to promote 
with the Money Machine: 

e Give out numbers as your cus- 
tomers come in and have drawing 
every 30 minutes. Your customers 
will stay for hours to try and win 
as well as watch. 

e Any customer that purchases any 
specified item can get into the 
Money Machine. 

Fifteen seconds is generally the best 
time frame to let customers participate 
since the average amount of money a 
customer can grab is only $18. (That’s 
not much money to give away from the 
impact this promotion can develop.) 
What else can generate this much 
excitement for only $18? 

The Money Machine is on wheels 
for easy movement and storage, and 
it’s easy to set up and operate. It takes 
about 30 minutes to assemble and then 
just push the button to operate. 
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Free-form 
racing 


In Bump ‘n’ Jump, the newest game 
from Data East USA Inc., your Super- 
Car is controlled with an eight-way 
joystick which is also the accelerator. 
Push forward to increase car speed. 
(You can go up to 220 mph.) Pull back 
and the car slows down, or move the 
joystick right and left to bump the 
enemy cars off the roadway. There is 
no set pattern, so quick reactions to 
both audio and visual signals let you 
move with totally free-form play. 

Difficulty comes from the fast-paced 
obstacle course you must complete. 
And Bump ‘n’ Jump is exactly what 
you do. Your car bumps enemy cars 
off the road into side walls gaining 
points according to which type of car is 
hit. Look out for the Master Racer on 
your right, the Oil Slick Thrower on 
your left, and the two Hot Cars up 
ahead. The enemy cars move at ran- 
dom, which keeps the player on his 
toes and on guard. 

If the player can avoid all cars ona 
given course by his maneuvering skills, 
he can gain 50,000 bonus points. When 
a player has effectively run the course, 
he then refuels, gets his bonus points, 
and goes on to the next screen. 

The jump button really adds a new 
dimension to this game. By jumping, 
you can clear large obstacles at a single 
bound. You can jump over rocks, oil 
spills, rivers, lakes, road barriers, and 
other cars. But you may only jump 
when your car reaches 100 mph or 
more. Being bumped by enemy cars 
slows you down. You must watch for 
the visual signal and listen for the tone 
which tells you to prepare to jump. 

Also, you can jump and land on 
enemy cars for points. There are safety 
islands and narrow bypass lanes which 
help you cross the many water 
obstacles. If you are accurate and hit 
an island and jump off, 1,000 bonus 
points are gained. The distance of your 
jump is controlled by the speed of the 
Car. 

For continued earning power on 
Bump ‘n’ Jump, dip-switch changes 
allow you to increase the difficulty of 
the game; change the number of cars 
from three to five; give bonus points 
every 30,000 or 70,000 points, or just at 
20,000 and 30,000; and add the con- 
tinuous play feature. 

Bump ‘n’ Jump is the 12th game 
released on Data East’s Interchange- 
able Game System. Bump ‘n’ Jump is 
also available from Bally Midway 
Mfg.Co. as a dedicated game. 
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ADIT 
collector 


Stern Electronics Inc., Chicago, 
announces production of its latest 
video game, Bagman, a solid state one- 
or two-player coin-operated game. 
Licensed from S.A.Valadon, France, 
Bagman is a fast paced multi-level 
maze game, incorporating many new 
features. 

The player maneuvers Bagman 
through various mine shafts, picking 
up money bags and placing them in the 
mobile wheelbarrow at the surface of 
the mine. A time controlled bonus is 
awarded upon placing the money bag 
in the wheelbarrow. While climbing 
through the shafts, Bagman must 
avoid the pursuing guards, the moving 
ore carts, and elevator. Bagman may 
temporarily defend himself by use of a 
pickax or by dropping a money bag on 
the guards. 

Bagman moves horizontally and 
vertically by use of a four-way joystick. 
The action button is used to make 
Bagman perform tasks such as: pick 
up and drop the money bags, pick up 
and drop the pickax, grab and release 
the ceiling beam to avoid the ore carts, 
place the money bag in the wheel- 
barrow, and pick up and drop the 
wheelbarrow. 

A pull-out drawer contains logic 
boards for easy accessibility for ser- 
vice. Bagman is expected to comple- 
ment Stern’s new spring offering 
along with conversion kits of other 
models. 
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Martian 
attack 


Progressive Game Distributors Inc., 
of El Cajon, California, recently 
licensed a conversion for Star Castle 
and Armor Attack from Cinema- 
tronics Inc. The convertible game, 
War of the Worlds, puts the player in 
the position of defending his city from 
attacking Martians. The longer the 
Martians are on the screen, the larger 
and more aggressive they become. 

The kit to convert your Star Castle 
or Armor Attack to War of the Worlds 
contains new side decals, new marquee 
plexiglass and plexiglass for 
monitor, new color overlay for 
monitor, and lexan cover for the 
control panel.The existing Star Castle 
CPU and audio board must be 
returned, and the other parts can be 
used at the operator’s discretion. 

The effect of this program is to give 
the operator a new machine for a very 
low price, and put some life back into 
games which have lost their original 
appeal. 
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30-minute 
conversion 


Stern Electronics is offering a low 
priced conversion kit called Lost 
Tomb that can be used to convert any 
raster scan video game. However, Lost 
Tomb is specifically designed to con- 
vert old cabinet style Stern games, 
including Astro Invader, The End, 
Scramble, Super Cobra, Turtles, and 
Amidar in 30 minutes. 

The object of the game is to work 
your way through to the bottom of the 
pyramid and then escape. 

The pyramid consists of 91 rooms 
and 13 levels. There is a time limit in 
each room which is reset by picking up 
a chest. A chest may either contain 
bonus points, extra zaps, or extra 
bullets. If the timer reaches zero, an 
earthquake begins and the walls begin 
to spray an array of bullets at you. To 
stop the earthquake and the shooting 
walls, pick up a chest. 

In each room one or more nasties 
appear. Use your bullets or zaps to 
destroy all the nasties in order to leave 
the chamber. If no exit appears, pick 
up the chest with the key to open the 
exit. Every fifth room is the throne 
room bonus and 1,000 to 8,000 points 
can be scored in the throne room. 

The left joystick controls the move- 
ment of the player while the right joy- 
stick controls the direction of fire. The 
zap button destroys nasties and walls 
in your general area. 

The Lost Tomb conversion kit con- 
sists of printed circuit boards, cable, 
marquee glass, monitor glass, control 
panel, and instruction manual. Upon 
conversion, if the operator returns to 
Stern a complete set of printed circuit 
boards from the Stern game converted, 
including Eproms and microprocessor, 
Stern will directly rebate the operator 
$50, an added money saver for the 
operator. 

Lost Tomb will be sold through 
Stern distributors. 
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Aids to the Trade 


Cloisonne pins 


In its continuing efforts to provide 
support to distributors and operators, 
Atari Inc. is sponsoring a Cloisonne 
Pin Program. 

The program features a series of 
four-color, hardfire ceramic pins 
featuring Atari coin video games from 
Asteroids on. The pins, called Atari 
Collectibles, are available to anyone 
Operating an Atari game and can be 
ordered through the company’s cus- 
tomer service department. 

Darl Davidson, director of technical 
services for the coin video games divi- 
sion, expressed enthusiasm for the 
program. “We’ve had a number of 
calls from our distributors and opera- 
tors wanting items they can supply to 
their players. The Cloisonne Pins were 
developed specially for that purpose.” 

The series of pins will be kept up to 


date, including all the latest releases. 
All are being designed by Atari’s 
graphics department. 

“We believe Atari Collectables will 
add some distinction to our games,” 
said Don Osborne, vice president of 
sales and marketing for the division. 
“Players will be able to achieve recog- 
nition through them, much like school 
athletes who gain distinction through 
the wearing of pins that show they’ve 
excelled in a sport. The pins can be 
used for everything from recognition of 
high scorers in individual locations to 
prizes in special promotional events, 
like tournaments.” 

“We're counting on distributors 
letting their operators know about the 
Cloisonne Pin Program,” added 
Davidson, “and the operators, in turn, 
telling the players.” 


Treasure hunt 


Business Builders offers a Treasure 
Chest promotion kit for $100. The kit 
includes all you need to run this pro- 
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motion in almost any location. There 
are 1,000 bogus non-opening keys, an 
all-wood treasure chest, one lock, two 
posters, 100 foot plastic pennants, and 
six buttons and pirate hats for 
employees to wear. 

The customers get a key to try to 
unlock the Treasure Chest and win the 
prize inside. There are several different 
ways to run this promotion. A large 
bowl of keys can be used, and cus- 
tomers can pick a key at the location; 
an employee could distribute keys just 
outside the location inviting players to 
come in and try to win; or special tags 
can be made to attach to the keys 
saying “Come try to win our Treasure 
at: (location).” 


“This is certainly one of the most 
cost-effective promotion kits avail- 
able,” explained Carol Kantor of Busi- 
ness Builders. “It is a fun traffic builder 
for a location and can be used over and 
over again.” Another way to use the kit 
in a game center might be to put the 
lock on an older game and the first 
Opening key wins the game. 

The basic kit is excellent for a week- 
end promotion at a game center, or it 
can be expanded to a group of loca- 
tions. Puta different Treasure Chest in 
each participating location. The keys 
can be distributed with a Treasure 
Map guiding the customer to the dif- 
ferent places where his key may opena 
chest filled with valuable prizes. The 
prizes can also vary according to the 
location. 

Special giant-sized wooden treasure 


chests, key tags, and alarms for when 
the chest opens are all extras available 
for the Treasure Hunt Promotion Kit. 

For further information, contact 
Carol Kantor, Business Builders, 
10381 S. De Anza Blvd., Suite 
209,Cupertino, CA 95014. Telephone: 
408 / 446-4400. 


New totalizer 


A new electromechanical totalizer, 
Series GO 664 MINI “IT” (miniature 
impulse) is designed specifically for 
application in locations where minia- 
ture size, weight, power consumption, 
and voltage requirements are critical. 
Eternal memory without battery is an 
inherent feature of this device. 

The miniature 6 digit unit measures 
a compact .984” by 1.181” by .472”. 
The unit is available with either 1, 3, or 
5 VDC, uses low power, 100 Mw, and 
has a rated speed of 10 CPS. 

The MINI “7” is ideally suited for, 
and easily mounted as acomponent on 
electronic printed circuit boards and 
plug-in modules. The four round 
mounting pins are spaced to fit stan- 
dard P.C. board grid patterns. At 
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speeds up to 10 counts per second, the 
MINI “T’ will keep permanent record 
of maintenance cycle, life cycle statis- 
tics, event or transaction counting for 
warranty or billing purposes, pro- 
duction data, etc. 

Additional information and tech- 
nical data may be obtained from 
Hecon Corporation, 31 Park Road, 
Tinton Falls,NJ 07724. 


Klopp part 


Klopp International Inc. announces 
its current production model Klopp 
Top as a replacement part for all 
Klopp counters manufactured prior to 
1982. 

The new top is larger and more 
rugged than earlier models. Made of 
cast aluminun, it features three rows 
of clean-out holes and provides greater 
protection for counter controls when it 
is in the closed position. 

The new top installs with two bolts 
and will fit Klopps up to 12 years old. 
It increases overall machine weight by 
less than a pound. 

The Klopp Top is available through 
Klopp distributors or directly from the 
factory. 


New trademark 


Coin Mechanisms Inc., of Elmhurst, 
Illinois, introduces its trademark 
design for its new electronic coin 
device, Coin Comparitor. 

The design symbolizes not only the 
name of Coin Comparitor, but also its 
way of comparing the right coin or 
token through an electronic mirror 


COIN COMPARITOR 


image. This trademark was designed 
by Jon R. Burton and Associates, 
Bensenville, Illinois. 


Water games 


Dit. MD OF —— 


The U-Run-’Em Tugboat is equipped 
with a crane. Boats pick up floating 
buoys which are collected at the sal- 
vage station. The number of buoys 
collected in a given time and successful 
docking operations at difficulty-rated 
docks adds to the score. 
Boat features include: 
@ individual radio controls 
stop-start 
forward-reverse 
right-left 
horns and navigation lights 
self-charging at docking stations 
super-size; a foot and a half long 
powerful electric engines that 
move out 
© colorful—accurate and handsome 
design 
e rugged and durable construction 
@ made to run indoors or outdoors 
e built for continuous operation 
Operating console features include: 
e an FCC approved UHF radio 
controlled system 
e each station is totally independent 
of the others and _ operates 
without interference 


® solid-state electronics burned-in 
and guaranteed to assure you of 
long term, trouble-free operation 

e modular easy-to-charge plug-in 

elements make part changes quick 
and easy, without special skills, in 
the event of breakdowns—spare 
parts are included with each unit 
and all elements are factory- 
exchangeable, overnight by a 
phone call. 

For information, contact Leisure 
Time Consultants, Inc., P.O. Box 
17085, Plantation, Florida 33318. 
Telephone: 305-973-9342 and 305-485- 
6161. 


Next! 


With the Schlitz Competitor, every- 
body gets his two bits in. 

It prevents lost quarters, retains 
order of coins, stops arguments over 
who is next, and is easy to install. 

The Competitor comes with double- 
faced tape, for quick easy application 
and is made of durable plastic. 

The Schlitz Competitor is the 
ultimate arbitrator. Firm. Fair. Incor- 
ruptible. Keeps everybody beautifully 
in line. Ideal for helping bar and tavern 
owners control the traffic crunch at 
pool, pinball, Pac-Man, foosball, 
Space Invaders, Asteroid games, and 
all kinds of cocktail video games. 

To supply your customers with the 
Schlitz Competitor call or write: 
Schlitz Competitor, 3628 Prospect 
Avenue, Cleveland, Ohio 44115. 


Telephone: 216/431-4100. 


"..compufer games are the first playthings of an information revolution, 
games in which the player matches wits with an intelligent machine.” 
—Paul Trachtman, Editor, Smithsonian Magazine, September 1981 
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CLASSIFIED 


ADVERTISING 


AUCTIONS 


“occccccccccccccccocceccecocoecoocecoecoecocoocoeoocooooocoocoooooce® 


im a 1b a = 


Nationa, Amusement Game AXucrTion 
c“CTHE INDUSTRY AUCTION LEADER 


100’°S 
OF THE LATEST GAMES 


* ATARI * WILLIAMS * TAITO * SEGA * 
* MIDWAY * STERN * BALLY * NINTENDO * 


ee Gy, OO ee 
ou — 
‘ => 


UPCOMING AUCTIONS 


INDIANAPOLIS CINCINNATI TAMPA JACKSONVILLE CHARLESTON 
MARCH 5 MARCH 19 APRIL 16 APRIL 23 | MAY 7 


Big Red Auction Call for Details Florida Living Center Civic Auditorium Gaillard Municipal Auditorium 
Old U.S. Rt. 52 (303)443-7505 Florida State Fairgrounds 300 W. Water St. 77 Calhoun St. 
Whitestown, IND Tampa, FLA Jacksonville, FLA Charleston, SC 


We specialize in the sale of new or used games by auction due to 
distributor overstock, operator liquidation and bank repossessions. 


NAGA 19193 14th St., Suite #405, Boulder, CO 80302 NAGA 


303-443-7505 
eee @eeeeeeeeeeaeeeeeeaeeeeeseseod of 
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A Moment Of Silence..... 
Monday morning, Gohan 2. Operator found Super Hit’ dead, an apparent 
suicide. Sti wene made to revive him, but power could not be restored. The Goudt f O 


(who led on the left of Super Hit/, seapumpphyyiels oerh i 

days. ‘Ms. “Pac-Man (who lwed two doors down], said the had been fan too busy to a 

nate Super Hie manta date... regi ster 
An autopry showed that Super Hit had only eaten 34 quarters in the last five 

days and verified the apparent suicide. Our sympathies again to the operator family and 

we hope all of you are very careful when bringing new super hite into your familie... jor 


Msterolds 2... cece cee eces $295. Super Pac-Man (ct) ............. 1995 
Armor Attack ................. 295. OUMNOEN Rass hee ok oe ae ee 595. 
Armored Car.................. 495. star Five (60) oc a hee dass ee 595. 
jE DPE APTN Oe eRe 1195. SP Toc Aes ee vss le ea 395. 
a 295. eg es) re 295. 
BurgerTime ................... 1995. og | ni: WORE Oe ee eee ee 995. 
Baby Pac-Man................. 2395. Shark Attack.................. 495. 
Cosmic Avenger ............... 495. Super Breakout................ 295. 
DU i oy fe G3 hi5 Ss kw aces 1495. MAO WON ss ss ods alias eae + eek 1295. 
Carnival (ct) ..............00::5 650. UM arse eld Fe aides Goes Gree 1295. 
leccy, oR Cae On re 795. WOM OED fe Bau eww nes © ek Be 2495. a r C 
Deep Scan.................. 35 495. : |: MPN ReGen Seog Cirek yh aen ale eee tis 1695. 
Donkey Kong................. . 1495. TONNE aA ck orks ee 595. | 
Donkey Kong Jr................ 1495. Haunted House ................ 795. 
DOGUN RaGO wos ci ie ee eds 395. Vanguard (ct) ................. 495. 
vee ne, FOL OEE Oa ree ee 1295. Astro Invader (ct).............. 395. 
Extra Bases .................. 395. Len erate ee Mee ree 1595. - 
U.S ae ea Ries: MOOSE ena ee ee ee 350. 
We ROMO. one otk Ss cas oe ates 495. Space Odyssey ................ 495. 
ERS rate See eas eeu eA 1995. Space Firebird................. 495. 
NUN Seeks baits. pcx, 6 es 695. Ground Shaker ................ 350. 
Ee IRs ar ee 595. Free CM ak boi ees oe 495. 9 
Jack the Giant Killer............ 650. ORO oie he ers OMe pe edie oes 195. ar eC 
Ms. Pac-Man.................. 1795. RRO ois -y: 5 Gap eee ee ee noha 195. 
Missile Command .............. 495. JUST IN! (New) 
| ee ae er eee Geigy $550. Xevious 
es te ae 350. Munch Mobile 
Naughty Boy .................. 895. Bump N’ Jump f | y 
Omega Race .................. 695. Nibbler D @ O 
Pe eo cn aes be a OS 1395. Front Line Dp 
MUR s oS tine ica Cot oe 395. Millipede 
EE ee ng Rn Sete er 595. Popeye 
ane rae ea sk fy. tuk a eb 695. Q* Bert 


poem Center 
FAMILY AMUSEMENTS, INC. Chicago 
(304)725-0047 Ww y) 
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If you paid $2700 for your ZAXXON, DEFENDER, SPACE DUEL and others. .. 
and it’s dropped to only $25/week. ..._ Now is the time to do something. 


$73.32to REVIVE YOUR $2700 ZAXXON 


Our Rapid Fire kits will help your machine back to those GOOD OLD DAYS 
Just listen to these users. . . 


Our new kits for ZAXXON & DEFENDER 
e Adjustable firing rate. 
e Easy installation—no touch on main board. 
e Decals for front glass & fire button. 
e 90 days full factory warranty. 


“Thank you Rapid Fire, you draw all the kids back 
to my DEFENDER, everyone wants to try this 
MACHINE GUN fire now.” 

Starlight Game Room, Florida. 


“1 put Rapid Fire in my ZAXXON and found more “el 95 
coins in this one than my new SUPER ZAX XON $18” each or 3 for 39° ' 
next day.”” (Calif. residents add 6% sales tax.) é 
3-D Fun Center, Texas. Mail check or money order to our new address: i 
RAPID FIRE © i 

& 


1827 Haight St., Suite 81, San Francisco, CA 94117 


For COD call (415) 564-9768 


LIKE NEW! 


Time Pilot ¢ Jungle Hunt 
Data East Burger Time (includes 4 additional tapes) 


$1900.°° each 

UNITED ARTIST 
THEATRE AMUSEMENTS 

(213)533-1061 


GREAT SCORE! UNCLE SAM 
NEEDS MEN LIKE YOU! 


why pay more? 
USE NATIONAL TICKETS 


Custom Printing for your machines 


VIDEO GAME AUCTION use NATIONAL TOKE 


Toledo, Ohio 1650 Bway at 51st St. NYC 
Saturday, March 19 — 1:00 P.M. ‘ok Cound: President 
SELL & SWAP BEGINS AT 10:00 A.M. 
5809 Angola Road 


Over 100 used games must be sold including: ‘ 
Ms. Pac-Man; Defender; Centipede; Jungle Hunt; 


L3MO1L TWNOLLWN. : 


YOU CAN'T TRADE THE GAMES, 
SO HOW ABOUT THESE DEALS! 
ALL PCB's WORK!!! 


Frogger; Donkey Kong, Jr.; Pinballs & Cocktail tables. 


Sample Minimum Bids: = (1) Midway Omega Race (M & D; 


AG Conv, & PS........ $225. 


Defender ; Asteroids 
Tempest . Space Invaders 
Omega Race 


3 (2) Stern Super Cobra (w/PS) .. 200. 
> (1) Rock-Ola Warp Warp...... 150. 
(1) 8tari Asteroids (1st version) 125. 


Includes Over: 
20 Games minimum bid — $100 or less 
40 Games minimum bid — $400 or less 


Call: (419)865-4354 for 
Information and Directions 


4 (2) 19V2000 cwolts Gordnor xv montor .. 120. 
(1) G05805 13” (Electrohome XY moniter) . 75. 


ANY OR ALL PLEASE CALL! 


RED BARON AMUSEMENTS 
118 Southwyck Center 
Toledo, Ohio 43614 
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UPSTATE VENDING SERVICE 
331 Main St., Lake Placid, NY 12946 


(518)523-3555 
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FL (1) Zaccaria Quasar (w/PS).... 100. 
= (1) Atari Battlezone (all PCBs) . 250. 


~~~} bee raft tte- 


NEW & RECONDITIONED GAMES IN STOCK 


RECONDITIONED 
Bump N’ Jump : Frogger 


BurgerTime DECO GAME KITS 
Mission X 
Explorer 
Lock n’ Chase 
BurgerTime 
Bump N’ Jump 
*Buy any complete Deco game & 


receive $100 off any game kit. Vanguard 


Galaxian 
Many others: call for prices 


WE SHIP ANYWHERE Haunted House (pin) .... 
Black Knight (pin) 


IRONHOUSE AMUSEMENTS 


5640 Nicholson Lane #113, Rockville, MD 20852 
(301)984-8177 


ARCADE ON BEACH FOR SALE 
Arcade located 200’ from 
pier & ocean in California. 

Heavy Tourist Traffic 
10-year lease/70 games 
$200,000 


Send Replies c/o: 

Play Meter Magazine 

P.0. Box 24170 

New Orleans, LA 70184 (Dept. #CH) 


CONVERSION KITS 


Give your old game 
“A NEW FACE & A NEW NAME” 


(Call for prices on PCB's and conversion supplies) 


wvVGO0 


FOR SALE: 5 REFLEX GAMES; bar- 15000 Main Street 
top portable coin operated: will sell Gardena, Calif. 90248 21 3/51 6-9525 


individually. First reasonable offer 
accepted. 815/436-5099. 


VIDEO GAMES 
New & Reconditioned 
$195.9 up 


Call Now For Super Discount Prices 
YES! We Take Trades 
(Any color monitor game worth at least $300) 


Call for information on 100% legal change-over kits 
WE SHIP ANYWHERE /FAST-DEPENDABLE 


Fun for Sale 
Games and Rides 


e Videos, Arcades, e Hundreds to 
Kiddie Rides choose from 
e Locations © Lowest possible 
throughout the U.S. prices 
Pizza Time Also available: Cocktail tables and upright videos 


DIXIE AMUSEMENT, INC. 
775 E. Division St., Biloxi, Miss. 39530 


(601)374-0777 (601)374-2681 


Theatre 


sizes 1/4 PS and 1/3PS. 
Call us for the exciting details (408) 744-7536 
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AMAZIN’ AMUSEMENTS, INC. 
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IMPROVED REPLACEMENT PARTS 


NEW ROLLER 


Ny; ; a 
TRACK BALL ROLLER 
ROLLERS BEARINGS 
Complete Set — 
3 Piece Assembly Now Available 


$72.95 per set™ $1.99 each* 
(1-5 sets) * plus postage & handling 
THE SOLUTION FOR... 


Centipede & Millipede Track Ball Problems 


¢ Games Down/Profits Down 
e /naccurate Tracking & Movement 
e Loose Track Ball - Worn Rollers 


TOP QUALITY - LONGER LASTING 
REPLACEMENT PARTS — AT DISCOUNT 
PRICES! WHY PAY MORE? 


C.0.D. and Credit Card Orders Quantity 

Call Anytime (313) 557-6037 iam arinite 
Same Day Shipment 

Or Send Check or Money Order to: AMAZIN’ AMUSEMENTS 


28145 Greenfield Rd. 
Southfield, Ml 48075 


aes 
MasterCard VISA 
rs 


Please Send Track Ball Rollers 
Circle One: Cent. — Milli. 


Please Send Roller Bearings 


Enclosed is Check or Money Order for $ 


MasterCard # Exp Date 
Visa # Exp Date 

Signature 

Name 

Address 

a a ea ed et, Zip 


AMAZIN’ AMUSEMENTS, INC. é 


NEED A GAME? 
| CHECK US FIRST 
| EMPIRE AMUSEMENT 


....Many Others Available. 


(503)241-5373 


9609 S.W. 18th Pl., Portland, OR 97219 


SERVICE-SERVICE-SERVICE 
Repairs on most 
game boards & monitors. 
REASONABLE RATES 
UNI-VEND CO. 
708 Barataria Blvd., Marrero, LA 70072 
904/348-8363 


ALL TOP VIDEO GAMES 


© UPRIGHTS 

© COCKTAIL 

e P.C. BOARD 

@ I.C. SPARE PARTS 


Quick Follow-Up 
& 


Prompt Delivery 


Contact us for lower price & list. 


NASA TRADING 
CO. LTD. 


2-9-8 Higashi Shibuya-Ku, 
Tokyo, Japan 
Tel: (03)4079603, 4079639 
Telex: NASAT J 32243 

Bank: 
The Dai-Ichi Kangyo Bank 
Nakameguro Branch 
A/C No. 0111451 


COMPLETE BOARD & CRT 
REPAIR FACILITY 


Now open serving the 


Washington D.C. area 
COMPARE OUR PRICES & 
TURN AROUND TIME!!! 


703/437-0627 
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: BIKE RACKS : 
Heavy duty galv. steel : 
° “WE SOLVE BIKE PROBLEMS!” < 
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WESTERN SHOOTING GALLERY 


Life Size Animated Moving Targets 
(Bar Room Scene) 
Dispenses Prize Coupons 
New Electronics/New Rifles 
NEWLY did Soednasclch “nce ech, 
(presently operating in Miami Beach 

‘Ori rigin Paade ey dha wes 
WILL SELL: $35,000 
(516)935-8200 


All sizes—immediate shipment . 
+ FLORIDA PLAYGROUND < 
& STEEL COMPANY 


4701 S. 50th St., Tampa, FL 33619 
(813)247-2812 
(since 1942) 


gO, 0,0,0,°; 


MR. PRESIDENT, CAN HE 
CALL YOU BACK? 


| WANTED | 
USED VIDEO , 


BEST SHAPE/BEST PRICES 


LOCATION READY FOR QUARTERS OR .900 TOKENS 
GAMES 


Quantities of 25 or more | | UPRIGHTS OR COCKTAILS AVAILABLE 
Upright or cocktail | | CALL OR WRITE FOR MORE DETAILS 


amusrnenrs | | MALL ENTERTAINMENT U.S.A 


301/468-0070 | 1-913-596-2222 (Bruce Grod) 


(open 7 days: 9 - §) 
ODODOGD ODS 


Oo 
x 
ti 


| 
| 


DONKEY KONG JUNIOR 


NOW IN STOCK! 
CALL FOR IMMEDIATE DELIVERY 


(713) 868-4145 


emer 7051 Port West #150 
DISTRIBUTING co. INC. Houston, Texas 77024 


PLAY METER, April 1, 1983 91 


92 


LOST TOMB / WOODPECKER / MR. DO! 


% 
6 Cr 
v= Vy 
> 2, %, 

GP ot oF 
yo %o,¢ 
we 9806 W. Farragut Ave., Rosemont, IL 60018 v > 

Ro TELEX: 270359 INTRLOGIC ROSM 2» 


IS GOING 


CONVERSION 


CRAZY! 
CALL (312)671-0305 TODAY! 


LOST TOMB / WOODPECKER / INVALIEN 


AWHYV AMS / iOd YN 
OSSVI/ ANUYV AMS 


SUCCESSFUL SMALL FAMILY 
AMUSEMENT CENTER FOR SALE 
IN WEST VIRGINIA 
Fastest Growing County 
Priced at 11X 1/83 taxable gross 
Call: 304/457-5127 
(After 3p.m. eastern) 


Call or Write: 
Shelley Smilen 
Malibu Grand Prix Corp 
21300 Califa Street 
Woodland Hills, CA 
91367 


Locations through- 
out the United 
States. Videos and 
Pinballs always avail- 
able at good prices 
from our chain of 
game rooms! (213) 703-0022 
(800) 423-5487 


FUN CENTERS. 
PLAY METER, April 4, 1983 


£- 4} +t HH 2227WHY PAY MORE??? 


z0un SOLID REPUTATION IS OUR BOTTOM LINE All original manufacturers 


Stargate 


If it’s new in the crate—we split the feight ** 
CALL FOR LOW PRICES ON THE HOTTEST NEW GAMES 

e POPEYE e Q*BERT e MILLIPEDE e 

e POLE POSITION e SUPER PAC-MAN e 
e BABY PAC-MAN e FRONTLINE e TIME PILOT e 
e SINISTAR e¢ BUCK ROGERS e BURGERTIME e 

e SATAN’S HOLLOW e MOON PATROL e 

e JOUST e¢ ROWE BC-35 e 

| NEW CLOSEOUTS 


Omega Race 
Defender 
Centipede 
Asteroids 


Black Knight 
Hyperball 


Fast Freddy $1095; Donkey Kong Jr. $1795; Swimmer $1350; 


Gravitar $995.; Super Zaxxon $1500; Donkey Kong Jr. (ct) $1695. foper mcgee 


Iz Donkey Kong................. $1550. Lock N’ Chase................. 595. amusement COMPAny 
= *Super Pac-Man ............... 2195, SRONCYO kins clot iGis cc v0 0's ees 2045. 6260 Commerce Rd., W. Bloomfield, Mi 48033 
SDighDUG tae Cae cee ee 1295. ‘Satan's Hollow ............... 1995. 313/363-2325 
Donkey Kong Jr. ............... 1650. Black Knight.................. 495. 
Pac-Man ................0008. 1350. Digital Pins (as is/complete) ........006 245. 
ZaxKON .. 1.1... eee eee eee eee 1295. Wizard of Wor................. 695. 
Hyperball...................4. SIU WRallyeNG eer nestalersionts: 455 8-80-5055 695. eae 
LICL REE Sec oat SPIE ee RE ee on 1S 95.1, WWantuardl oss check oie eee 595. SPLIT SECOND REACTION MACHINE 
Haunted House ................ UIS=) ~ BAtthOZONG ores.) o:of5e 60 Sis,8 os 10 Se. 395. 


SROBOUON 5550 c.6-a!'se sha stoma eres WAS SH Sere OINCe Hea Ne tier Sal s re aie a nes 695., New: $1200. Used: $600. 
Stargate .................006, 1095. *Tron (mint) .................. 1545. 405/735-2125 405/735-2055 
LCL ae acne e eReaCmCR Ne rhe hIOr ur 793-- > Galakianiscs cic eso sidtse kis cnet 695. Maxine LaMunyon 
Missile Command .............. 995. *Ms. Pac-Man................. 1795. Box 525. Buffalo, OK 73834 
MOMPOSG: oi5 o.oo os, oe cdeieuenolorene 795. Monaco GP (sd)................ 1595. we at 
Contined@ .. 2... ee ccc cie ce ae W395; “Red Alert)... 5. bocce cc cece 595. 
ISCO ORIG 25 ooo oss 6is hs isi: 5 ey ere 350. Crazy Climber ................. 595. 
Deluxe Asteroids............... 350. Wight Driver .................. 595. 
RIGKian) 2 p6 3) ig Bec cdtieaneteoe 895. Omega Race (mini) ............. 795. om 
FROG ON 5. eieceia ee sfc ilaenee SINSSs Sprint sis hes ens css ee 395. BELITA 
Carnivals oi s)c0586)5. 5 < ano eee 995. *Grand Champion .............. 995. ~ ° ‘ 
GORE ec tiresc-o 3 dos tess ialatoe cs Se 695. *Space Firebird................ 595. Lightweight portable 
Armor Attack .........0....00% 295. Rowe $1 & $5 BC-25............ 1995. COIN COUNTER 
RONG ar) «32556. So cs eee ieee 995. Space Fury ..............c000. 595. 
BOZO N Miice oo sid caver erase to ccure ere 695. Mousetrap.................... 695. 
Space Duel) y o.<.0,c.sicc5 oats ween SOS AP OLMIS seth ooo f ers IN ots sooo 400. 
PING GNU oo os) octerine tee & oro ee amare 895. 
Mini Stargate ................. 895. * Limited Quantities 
** Only on multiplie orders 
$495 each 
Astro Fighter Frisky Tom 
Moon Cresta Scramble 
Super Cobra Stratovox ae 
End Rip Off BELITA 
Astro Invader mack Hole LIGHTWEIGHT PORTABLE 
EXPERTLY SHOPPED SPECIALS BY FRANK “THE CRANK” COIN COUNTER 
PLAY METER’s FEATURED TECHNICAL WRITER Manual or Electric 
LOCATION READY /NO CRATING CHARGE AUTOMATIC STOP 


NEW TORNADO FOOSBALL TABLES 
(Top Earning Soccer Tables) 


INEXPENSIVE 


ALPHA-OMEGA SALES COMPANY COIN TRAY SUPPORT 


(Game Specialists/Board Repairs/Parts/Expert Consultation) , FAST 
#3 Coral Street, Edison, New Jersey 08837 ONLY 9 POUNDS 
201/738-1800 © LONG LASTING 
WE SHIP ANYWHERE—IMMEDIATELY! R.H. BELAM CO., INC. 


30 Day Guarantee on Logic, TV, & P.S. 1 Delaware Dr., Lake Success, NY 11042 


— WE TAKE TRADES — | 516/488-5600 


i 800/645-6573 
44h —§. (Visa or Mastercard welcome!) 
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— ASTEROIDS— 


—WANTED— 
MANUFACTURERS REPS. —TAKEN IN TRADE— 


FINE LINE OF RGB RASTOR SCAN MONITORS FOR 
AMERICAN VIDEO GAME INDUSTRY. EXCELLENT QUALITY, 
EXCELLENT WESTERN, MID-WESTERN, SOUTHERN, Centipede 
AND EASTERN UNITED STATES. Donkey Kong Jr. ....... 1650. 


—PLEASE CONTACT— Donkey Kong 


GOODS MANUFACTURERS INTERNATIONAL 
801 So. Raymond Ave. #34, Alhambra, CA 91802 


(213)289-9860 (213)283-0349 
ATTN: John Budd —Others/please call 


QUANTITY DISCOUNTS 


Ms. Pac-Man 


Defender 
Tempest 


WEST COAST AMUSEMENT 
714/774-7191 


SERVICE SERVICE SERVICE 


Fast, reliable service on all coin-operated video games 
Route Service within 24 hours in the 5 boroughs 

Legal Conversion Kits Installed (your PC boards or ours) 
Speed Ups (legal crystal type) — $10.%° each 


Antique Slot Parts and Service 
Delivery and Pick-up Service Available 


J & L VENDING SERVICE 


(Brooklyn, New York) 


212/251-3220 212/968-8279 


ROUTE CLEARANCE SALE 


Sechay ony 2 1585 B & A ELECTRONICS 
Tempest ; LEGAL LOGIC BOARDS .... 


Defender 


open : $99.00 | 


Make Trax 


Robotron , POWER SUPPLIES; MONITORS; DECALS; 
aan eae . | HARNESSES TO CONVERT OUR GAME BOARDS 
Rowe CTI-T wt accor... + - 1000. TO ANY MACHINE; CABINETS: 

Fy Sb race ISOLATION TRANSFORMERS 


(214)747-0041 
OFFICES IN: Box 306, Taylor, MICH 48180 


gy anges sry iy (313)675-8541 
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USE OUR 
SUBSCRIPTION 
LINE FOR 
YOUR 
SUBSCRIPTION 
QUESTIONS 
(504) 
837-7987 


ud 
a bi 
The Game Exchange 


offers 


WHOLESALE 
Route & Arcade Specialists 
immediate Delivery on all new videos 
RECONDITIONED 
Super Pac-Man 


Jungle King 
Ms. Pac-Man 


Space Duel 
Vanguard 
Qix 


Solar Quest 


N.J. (201)729-6171 


BURGLAR ALARM 
2-STAGE SYSTEM 
NOW AVAILABLE FOR VIDEO GAMES 
ON TARGET’'S “‘Auto-reset first stage 
alert” when activated signals remote 
station. After 15 seconds of continuous 
vibrations, the second stage locks on 
the self contained siren that can be 
heard for blocks. 


PROFITABILITY 


through 


CONVERSIONS 
GAME DISPOSAL 
CLOSEOUTS 
LOW PRICES 


$190 (dealer net with remote monitor) 
$120 (without radio frequency hook up) 
Available from: 
ON TARGET ALARM SYSTEMS 
11032 Acama Street 
North Hollywood, California 91602 


REPLACEMENT 
MARQUEE’S 


Call us today 
( Visit us at booth #643 at the A.O.E. 
All current games: 


$25.99 OEM prices available 
APPLE USERS E-Prom Program- 
put all your games on a disk. Save 
on expensive E-Prom's/$495.°° 
NEW WAY VIDEO SYSTEMS, INC. 
(617)322-2033 


Telex: 948027 
21 Langdon St., Everett, MA 02149 


The Game Exchange 


Affiliate 313 Neilston St Aff 

1537 W. Alameda Ave Columbus, Ohio 43215 ng St 

Denver, Colorado 80223 Ww. (614) 221.3416 Georgia 30080 
West Office (303) 777.3500 Mid-West Office 300-848-0110 out ice 435 


800-525-2703 
Telex #296425 
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: 2 ANY ADVERTISED PRICE 
OR 5¢ EA 
THREE SIZES TO 


CHOOSE FROM 
(817)860-4061 


\? -¥z4 gem? 
py yt oath ae 


“SORRY, BILLY, BUT ‘PAL- MAN FEVER’ IS NOT 
AN EXCUSED ABSENCE ’” 


GAME CENTER CLEARANCE SALE 


UPRIGHTS 
Omega Race ................. $675. PCOQGUF sous tee tn otk 1195. 
Star Castle ................... 575. Turbo (sit down) ............... 2600. 
SCHOOL FOR OPONUGE. gos c Ga bos Sb wean 775. MINI’ 
ELECTRONIC GAMES Tempest 750 s 
: ee GEL) Sl i ae ae ae ea ; BOOT shee eee ae, se $695. 
Two-week course covers video and pins. WONQUOE wk bee e es eess 
EXO oo Gi a | UG i, aaa alle ig nr a 
CALS CONC GLLEGE, PO. Box810,{ |] Make Trax ......0. 0. 0ccccc cc BOB ee heehee ee ee. 
Nicoma Park, OK 73066. Be ee Pr hk RMR. cord. cs lee le ee ee eee 
FOR SALE: VENDING & AMUSE- aes | go eee Bee oS. OS: 


MENT ROUTE with 300 machines in 
northern Wisconsin resort town area. 2- 
3 man operation. 715/634-3134. 


Astro Fighter ................. <0 ES eee Se AER Rw ss 6 4G 


Solar Quest................... 395. 
WARIO 6k 05am oe ben eaeanik 395. CHEAPIES 


00 
Scramble...............0.0000- 450 ; $100. each 
Space Zap.... 350 Sonal Destroyer 
lalla ela i Siarkawk 0) Stet hale” Hone warky 
Pei ens Seri ce eee : Wheels a ai 
New York-New York ............ 395 D R Shy bai eget 
Lunar Lander.................. 395 cba earl 7 melyer mr eenoy 


VIDEO GAMES 
MUST SELL 


Moon Cresta.................. . Football (2 pl) 4 .............. 
Space Panic .................. 450. BOM ee ee oP aca) eae aes 150. 
Oi kei oes Ca ae bees G 450. Space Wars (2)................ 150. 


No Reasonable Offer Refused! [| |} Lunar Rescue................. Sea Wolf (2) 0.5... .5 5 cee ce ee. 
Joust; Video Poker Games; Beco sode, as Se ae 
with interchangeable Super Cobra .................. Space Invaders ................ 
Jungle Hunt................... 1795. MICU 55 non cera sg ie 295. 
ROCKY MOUNTAIN VIDEO GAMES Donkey Kong Jr................ 1695. Asteroids Deluxe............... 295. 
Box 8005, Suite 148, Boulder, COL 80306 


Ms. Pac-Man.................. 1795. Laguna Racer ................. 125. 
OUUINOUS ou ce eka wins bb nee ek es 1495. POO RUMOR. foe ig aes hs oa dee eS 250. 
Donkey Kong.................. pi oe MEI LWAPGO |. oc Ses See oan oe 


(303)447-1904 


ARCADE FOR SALE 
Chicago Area 
Gross: $120,000 
Profit: $ 80,000 
ASKING: $ 40,000 
(312)721-1766 


(Ask for Dave) 


EemOF OHIO... 
RED BARON OF OHIO 


Unit #118, Southwyck Center, Toledo, OH 43614 
(419)865-4354 
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FULLY RECONDITIONED VIDEOS — 


Tutankham........ C1708, NR i ek ees i  ; ee $1295. 
OMG: oc kc caw es .  Robotron.......... . Pac-Man Plus....... 


VIDEO GAME 
LOGIC BOARDS 


New & Used imported games 


Ce eS ae shia ce ates Cee . Donkey Kong Jr. 
Ms. Pac-Man ....... 2095. Tempest .......... 1295. Anteater .......... 1295. 


Pepper ll.......... 1095. PonPoko.......... 1795.  BurgerTime (Deco) . . .1795. LONG LIST 

Centipede ......... i a ) ne er S25, POGIGMN cs access 395. . 

Defender .......... jules Tiel ee 1295. Jungle King........ 2295. Fabco International Inc. 
BES) hic hon ees T150,..2 Vo ibis ea 1695. Naughty Boy ....... 1295. 104 Applewood Dr., Suite ‘A 
Looping ........... 1495. Warp Warp ........ 1195. Satan's Hollow...... 1995. Longwood, Florida 32750 

Lady Bug.......... 1395. Asteroids (ct) ...... 595. Super Pac-Man...... 2395. ; 

Lil’ Hustler ........ 1295. Grand Champion..... O05: PORE 655 2d os Sees 2295. 305/831 0399 


re : Turbo (mini)........ ‘ Bare os oe eee 


he er ee | OS TUS 2. i aes es 


Frogger (ct)........ 1295. Star Castle ........ 495. 
Challenger......... 2095. Time Pilot ......... 2295. 
ee a a 1295. Jack the Giant Killer . 1295. 
Wild Western....... 1550. Mr.Do............ 1795. 
Wizard of Wor...... 1095. Wietory <6 ok wena 1295. DECALS 


ed) re 


|Replacement For Most All 
Major Games 
*Immediate Delivery 
*Approx. 2 Industry 
Advertised Price 
Call 1-512-723-3203 


Dynamo 7’ pool table. 595. 
Seeburg Aurora 100.. 995. 


NEW VIDEOS, POOL TABLES, 
COIN COUNTERS, CHANGE MAKERS/CALL FOR PRICES 


ZIP TRIP VIDEO GAMES, ETC. 


821 N. 2nd, P.O. Box 1487, Seminole, OK 74868 


(405)382-1000 


LOOKING FOR A GREAT DEAL? 
UNIVERSE HAS IT! 


We ship from our east coast 


west coast warehouses 
BRAND NEW IN THE CRATE 


POPEYE JOUST 
DONKEY KONG JR. MILLIPEDE 

SUB-ROC FAST FREDDIE 

SATAN’'S HOLLOW SUPER PAC-MAN 

Q*BERT BABY PAC-MAN 

JUNGLE HUNT POLE POSITION 


WE ALSO CARRY USED GAMES 
FOR PRICES CALL: 


UNIVERSE AFFILIATED INTERNATIONAL, INC.25 


UAI Bidg., 314 West First Ave., Roselle, NJ 07203 
East Coast (201)245-4222 West Coast (619)440-5785 
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088080000000000009090090000 


WE HAVE THE FINEST MINI GOLF COURSE 
RECONDITIONED indoor/outdoor 
EQUIPMENT AVAILABLE FOR SALE 


10 holes/5 obstacles 
VIDEOS used only few months indoors 


Atari: Asteroids, Centipede, Missile Command, Tempest 
Centuri: Pleaides, Phoenix, Vangaurd ' ea P 
Gremlin: Astro Blaster, Frogger, Moon Cresta Will sacrifice/Half price 
Midway: Galaga, Gorf, Kickman, Pac-Man, Wizard of Wor 301/565-0158 
Stern: Amidar, Bezerk, Jungler, Scrambler, Super Cobra 
Williams: Defender, Make Trax. Robotron, Star Gate 92999909990999900900000000 


complete--ready to set up anywhere 


FLIPPERS MUSIC 


Bally: Lost World, Paragon, Space Invader NSM: Prestige, Festival, 240 I (new) 
Williams: Flash, Gorgar, World Cup Rowe: MM 5, TI 1, R 74 


Seeburg: SPS 160, SQS 160, STD 3 


PHONE COLLECT 
FOR FURTHER INFORMATION AND PRICES 


**DISTRIBUTORS FOR THE COMPLETE NSM LIN€** 


Columbia Vending Service, Inc. 
; THIS IS THE REAL THING 
6424 Frankford Avenue @ Baltimore, MD 21206 KID. THERE /S NO SLOT TO 
PUT THE QUARTER IN! 


KLOPP’ 
WIZARD ELECTRONICS’ NEW CONVERTIBLE GAME OWNERS 


Replace your old 
! sheet metal top with 
gia i es ict: _4i wel CAN BE a new current model cast 
Ae meee | WHATEVER YO aluminum top. Larger 
Solid Wood wh Hf — U Capacity, more rugged, 
Construction z : { WANT IT TO BE: einietely ' 
Mt yh | interchangeable. 


4 year warranty on ae ‘ mee Maat 

Top Rated Monitor —_—— KNOCKOUT 
= RED CLASH 

Double Lock \ eee , 

Coin Box Ne ES as JUNGLER 


@ Rear Cabinet Wheels i boas | NAUGHTY BOY 
(Dealer Inquiries Invited) -*-& Many more 
Leasing Plan Available copyright safe games. 


Complete change out 
Call: kits from $695 tess trade-in) 


702/8 71 -{ 555 call us for the name 


LIMITED TIME ONLY of your distributor 


x or write for Brochure: gu eciag factory expansion 
ry G WIZARD pricing from $1795. KLOP 7. 
eS MARKETING CALL NOWM KLOPP INTERNATIONAL, INC. 
my, 


P. O. Box 708 
3140 Polaris, Suite #20, Las Vegas, Nevada 89102 Pinellas Park, Florida 33565 
(813) 522-9425 
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PUTT-PUTT® GOLF & GAMES 


fO 
‘R 
Th Da 
OF; 
f 


¢ 


Alpine Ski 
Amidar 
Armor Attack 
Asteroids 
Asteroids c/t 
Asteroids 
Deluxe 
Asteroids 
Deluxe c/t 
Astro Fighter 
Astro Fighter c/t 
Battlezone 
Battlezone 
(mini) 
Berzerk 
Baby Pac Man 
Bosconian 
BurgerTime 
BC25MC 
(Bill Changer) 
Centipede 
Centipede 
(mini) 
Cosmic Alien 
Crazy Climber 
Defender 
Dig Dug 
Donkey Kong 
Donkey Kong 


Galaxian 
Gorf 
Joust 
Jungle King 
Kangaroo 
Looping 
Missile 
Command 
Missle 
Command 
(Sitdown) 
Monaco (mini) 
Moon Patrol 
Monster Bash 
Moon Cresta 
Mouse Trap 
Ms Pac Man 
Omega Race 
Pac Man 
Pengo 
Phoenix 
Pleiades 
Pole Position 
Q Bert 
Qix 
Quasar 
Radarscope 


1395.00 
300.00 
395.00 
350.00 


350.00 


395.00 
395.00 
395.00 
350.00 


350.00 
895.00 
Call 
995.00 
1995.00 


1945.00 
1395.00 


1195.00 
395.00 
450.00 
795.00 

1395.00 

1795.00 


1895.00 
795.00 
1295.00 
1895.00 
545.00 
795.00 
Call 
1945.00 
1395.00 
1295.00 


695.00 


795.00 
1545.00 
Call 
1795.00 
595.00 
995.00 
Call 
695.00 
1595.00 
1795.00 
795.00 
645.00 
call 

Call 
895.00 
595.00 
395.00 


Rally X 
Rally X (mini) 
Rally X c/t 
Reactor 
Rip Off 
Robby Roto 
Robotron 
Satans Hollow 
Scramble 
Seawolf Il 
Shark Attack 
Shoot Away 
Solar Quest 
Space Duel 
Space 
Dungeon 
Space Firebird 
Space Invaders 
Deluxe c/t 
Space Invaders 
Deluxe 
Space Panic 
Space Wars 
Spectar 
Star Castle 
Stargate 
Star V (cockpit) 
Super Breakout 
Super Pac Man 
Sweet Licks 
Swimmer 
Tank 
Battalion 
Tempest 
The End 
Time Pilot 
Tron 
Turbo 
Turtles 
Tutankham 
Vanguard 
Victory 
Banana 
Warlords c/t 
Wizard of Wor 
Zaxxon 
PINBALLS: 
Black Hole 
Black Knight 
Caveman 
Flash Gordon 
Fligth 2000 
Haunted 
House 
Hyperball 
Laser Ball 
Lightning 
Mars 
Pac Man 
Rapidfire 


Call 301-340-6844 


Putt-Putt® Golf & Games 
1010 Rockville Pike, Suite 204A, Rockville, Md. 20852 


PLAY METER, April 1, 1983 


GAMES FOR SALE 


$1495.00 


995.00 
695.00 
595.00 
795.00 
495.00 
895.00 
1395.00 
2195.00 
695.00 
495.00 
395.00 
Call 
695.00 
895.00 


995.00 
545.00 


345.00 


345.00 
395.00 
395.00 
395.00 
295.00 
1095.00 
1295.00 
395.00 
Call 
2495.00 
1495.00 


395.00 
795.00 
495.00 
Call 
1695.00 
2295.00 
795.00 
1995.00 
795.00 


595.00 
595.00 
695.00 

1295.00 


895.00 
595.00 
1395.00 
595.00 
495.00 


1095.00 
395.00 
395.00 
495.00 
695.00 

1295.00 
395.00 


| 


lim 


| 


SPECIAL NOTICE 


purchase your used equipment from 
NEW ORLEANS NOVELTY CO. 


In business for 50 years 
International reputation for selling 
the finest used videos; flippers; & 
amusement games available anywhere. 
Each & every game beautifully 
refinished like new by experts 


REGIONAL PRODUCT MANAGER 


Immediate opening with coin op manufacturer 
for two Regional Managers, one in 
Los Angeles, one in New York City. 


All games authentic legal factory models 
GET ON OUR MAILING LIST FOR OUR 
LATEST PRICE BULLETINS OR CALL 
Rose, Eddie, or Jean for latest prices 


Must have experience in coin-op business 
working with operators 

e Requires technical understanding of 
video game machines 

e Responsibility to call on operators & educate them 
on features & benefits of company’s system 

e Compensation includes base salary, auto allowance, 

company medical/dental coverage. Extensive travel, 

all business expenses paid 


Send resume including salary history & work experience in confidence to: 


3030 No. Arnoult Road 
Metairie, LA 70002 
Tel: 504/888-3500 


Play Meter Magazine 
P.0. Box 24170 
New Orleans, LA 70184 (Dept. #50) 


VIDEO 
REPAIR 


“FLOW CHART” 


EASY TO UNDERSTAND 
°FINDS THE PROBLEM QUICKLY 
©COMPLETE INSTRUCTIONS 
°MONEY BACK GUARANTEE 


ONLY —C.0.D. PHONE ORDERS— 
CALL ANYTIME 
$12." 816/776-5938 


Or send check or 
money order to: 


FLOW CHART 
515 So. Shaw 
Richmond, MO 64085 
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GALAGA MS. PAC-MAN 


IN STOCK 


Amidar Moon Patrol 
Centipede Pac-Man 

| Defender Pengo 
Donkey Kong Robotron 
Donkey Kong Jr. Spectar 
Frogger Stargate 
Joust Tempest 
Jungle King Thief 


713/569-9649 
318/462-0225 


% 
% 
% 
% 
% 
% 
+ 
+ 
+ 
+ 
% 
% 
% 
+ 
+ 
+ 
+ 
* 
* 
+ 
* 
% 
% 
+ 
+ 
+ 
+ 
* 
% 
% 
+ 
+ 
+ 
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LOGIC SERVICE CENTER 


HIGH QUALITY SERVICE AT LOW PRICES 


24 HR. REPAIR SERVICE 


(in most cases) 


VIDEO BOARDS 
POWER SUPPLIES 
TV MONITORS 


CARRY IN SERVICE FOR YOUR CONVENIENCE 
27077 Lorain Ave., No. Olmstead, OH 44070 
216/777-1050 


¥UR 
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Bob Henderson has been appointed 
manager of the new Connecticut 
branch of New York-based Coin 
Machine Distributors. Henderson 
had been in sales at the firm’s home 
office. The new full service distribu- 
torship is located at 304 Murphy 
Road in Hartford. Telephone: 203- 
278-6626. 

Simultaneously, the firm opened 
a branch in Baton Rouge, Louisi- 
ana, at 11800 Industriaplex Blvd. 
Telephone: 504-291-5050. 

Chuck Steinmetz will direct the 
Louisiana branch. He moves over 
from the Rowe International dis- 
tributorship in Kenner, Louisiana. 


Patricia Scheifler, director of the Nova program at Tuscaloosa, Alabama’s 
Bryce State Hospital watches with interest as a patient plays one of the 
video games recently donated to the program by Franco Distributing of 
Montgomery. 

Scheifler said the games will “serve several therapeutic functions,” 
among which will be improving eye-hand coordination, motor skills, 
concentration, reflexes, and reality orientation. The program serves young 
adult men suffering from chronic schizophrenia. 
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David Patterson has been named 
senior vice president of marketing 
and sales at Rock-Ola Manufac- 
turing and has assumed responsi- 
bility for sales, service, advertising, 
and marketing for the Chicago- 
based phonograph and video game 
producer. 

Patterson had been regional sales 
manager at National Vendors over- 
seeing sales and service activities for 
that company’s Midwest and 
Western sales regions. 


Tom Campbell has made a west- 
ward move. He has joined Cinema- 
tronics as director of marketing. 
Campbell formerly held the same 
position with Stern but left the firm 


when it closed its Chicago facility 
and moved to the suburbs. 


Campbell said he is specifically 
looking forward to the introduction 
of some “exciting, new products” 
from the El Cajon, California- 
based manufacturer. 
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@Move 8-way lever to bump other cars off the road 
for points. . 
@ Lever up increases speed, Lever down decreases alas 
@ Use jump button to avoid attacking cars, 
water and other obstacles. 
@ Your car is destroyed when it runs off the road. 
Game ends when all cars are gone. 


J UMP TE CHNI QU ES Caution-contact with other cars knocks your car out 


of control, use lever to recover. 


%& When you JUMP you can land on 
and explode opponents’ cars with 
no harm to Four Own. 

%& When you are “in a tight spot” ‘iad 
pressed in by your opponents, save 
your car by JUMPING over them. 

* Remember you must be travelling at 

: 100mph or more before you can. 
SOME 

% Always watch for the “WATERWA if 
AHEAD’ warning sign and be prep- 

: cared io JUMP 


_THE LEADER IN INTERCHANGEABLE GAMES 


> Bump ‘N’ Jump on the heels of BurgerTime proves Data East i is the only in inter: 
changeable system to buy. We're in it for the long haul. 

> Don't buy boards of marginal or dead games~ buy the Data East system that 
guarantees you a steady supply of quality games. _ 

-» Data East has PROVEN it can give you 10 top games on its interchangeable 
system—NO ONE ELSE CAN MAKE THAT STATEMENT. — | | /}, 

> BurgerTime + Bump ‘N’ Jump = Profitable Operations. Re oe Z 3 r } y. > a 


© COPYRIGHT 1982 BY DATA EAST USA, INC. ALL RIGHTS RESERVED. _ 


Rave reviews for 1983's hottest gam 


¢¢ Over the last six weeks, your game has ¢¢Piease accept our congratulationson — @ life-like sound effects: the National 

far out-performed any video or other a terrific hockey game! The game hasbeen ° Anthem, organ music, crowd noise 

coin-op game ever on location here, »? operating in our 60-machine complex for AAR) boos. ‘ 

~ Glenn H. Grundtisch, Holiday Twin nine 6 weeks and has consistently placed in ® a flick of aswitch changes price rer 
Buffalo, N.Y. the 4 top collection spots, ranging in to 50¢, 75¢, or $1 per play - or change — 

¢€ CHEXX has, indeed, earned along with weekly collections from $315 to $458.99 playing time from 2 minutes to 3, 4, or 5. 

the best of equipment available today a - Putt-Putt Amusement Center, Williamsville, N.Y. . unbreakable Lexan dome 
place in the market with liga shits to high | @ one-piece high-impact plastic DEN: 
earning capabilities. 99 @ unitized aluminum game cabinet - 


®@ fiberglass and polyester rods 

® over/under coin door 

@ Height: 51”, Length: 52”; Width: 37", 
Weight: 180 Ibs. | 


- Donald E. Singer, Cleveland Coin, Columbus, Ohio 


¢¢.. The second hit of the AMOA show 
_ was CHEXX, an outstanding hockey 


game.) 
- Amrite Sales Co., Scottsdale, AZ. 


€¢@New hockey game 
CHEXX with dynamic 
hockey arena — 
sounds sure to 

— be awinner! 99 
- Canadian Coin 

Box Magazine 


we oie 
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Innovative Concepts in Entertainment inc. 

590 Young Street 
Tonawanda, New York 14150 
(716) 693-9535 


¥ 


5 tab 


a To place your order, call Steve Bernstein toll-free at 800-342-3433 (in New York State, 716-885- 


